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"Wow! Thundercats is brilliant. The 
graphics can't be faulted: The screen is 
extremely colourful and the animation 
topnotch. Great stuff, I bet the T. V. series 
aint as good as the game." 

Rating: Crash Smash 91% * Crash. 




"The game grabs you 
from the moment you 
load it up. Brilliant 
graphics and superb 
action make 
Thundercats a real 
winner-" 

C. &V. G. 



SYSTEM FORMAT PRICE 

Spectrum 48k Cassette £7.95 

Spectrum 128k Cassette £7.95 

Spectrum 1281* Disc £14.95 

Commodore 64 Cassette £9.95 

Commodore 64 Dl*c £14.95 

Afpstrad 64k Cassette £8.95 

Amctrad 64k Disc £14.95 

Amstnd 128k Disc £14.95 



"If it's playabiiit v 
ability plus grea t v 
after, then look 1( 
Buggy Boy has a \\ 
more* Everything 
possibly want or t i 
screen. The grap ^ 
and payability, \ x 
reckon it almost < 
oldC. &V. G 9 s 0 
C.&V. G. 



Elite Systems Limited, Eastern Avenu; 





have got .for, Christinas' ' 

"If you'll just load it up, we think 
you'll agree that in Buggy Boy Elite 
have definitely done the business," 

"It's rare that a Commodore User, 

computer game 
manages to give a real 
feeling of thrill and exhilaration 
but Buggy Boy manages it! The 
graphics are absolutely superb - I've never seen 
such a smooth realistic 3D effect, and the 'feel' of the control 
■J method is tremendous." ZZAP-64. 
) and last 
value you're 
o further, 
[ of these and 
you could 
one small 
lies are good, 
ell I 

goes off the 
meter/' 
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THE IDEAL CHRISTMAS GIFT II! 
THE ULTIMATE COMPUTER GAMES 
COMPILATION !!! 






SYSTEM 


FORMAT 


PRICE 


Spectrum 


Cassette 


£14.95 


Amstrad 


Cassette 


£14.95 


Amstrad 


Disc 


£19 95 


Commodore 64 


Cassette 


£14.95 


Commodore 64 


Disc 


£19.95 


Commodore 16 


Cassette 


£1495 
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There was a Soviet apparatchik, 1 
a Chinese People's 

Revolutionary revolutionary 
person and a Spectrum-owner 
on this plane together, right? 
And the airline had been 
publishing all these self- 
congratulatory ads about 
adding seven new destinations 
to its schedules in the last year, 
in Sunday supplements, 
business magazines, The 
Independent you know the sort 
of thing. 

So the Russian laughs and 
drains another vodka and says: 
'That's nothing, friends. Call 
that growth? fn Mother Russia, 
we have a three-year scheme for 
improved industrial efficiency 
that will Increase tractor 
production by 72% V 

The Chinese butts in: L Sorry r 
Lloyd Lioydovov.ch, you're 
talking through your COssack. In 
Peking we're already halfway 
through our latest seven-year 
plan - not to mention a Cultural 
Revolution and a Great Leap 
Forward. 1 He sits back, smugly, 
and invites the capitalist home- 
computing running dog to beat 
that for long-range social 
planning. 

The Spectrum-owner, who's 
been dozing over some minor 
magazine with 'Sinclair' in the 
title, has to pause to think. 

Lloyd Lloydovovich calls for 
another vodka and. while the 
Spectrum-owner's still puzzling 
over the question, makes some 
silly joke about his ROM needing 
a bit of perestroika. The Chinese 
gent's given up on the whole 
conversation now and starts re- 
educating himself out of some 
Little red book. 

Suddenly the Spectrum- 
owner speaks, in a slow but 
confident sort of way. Well, 
chaps,' he says, 'I'm afraid my 
country doesn't have any plans 
in particular. But there is one 
objective we all work toward/ 

'Exactly! Economic 
imperialism! ' snorts the Chinese 
traveller, hardly looking up from 
his book. 

'Well, actually, no," says the 
Spectrum-owner almost 
apologetically. 'All it is is that 
we're all jolly certain to buy the 
next issue of CRASH as soon as 
it's in the newsagents on 
January 2B.' 

Lloyd Lloydovovich defected. 



MASTERS OF TOE UNIVERSE HAS COME TO LIFE!! 

• Now you can live it, as the conflict between good and evil continues • 





Gremlin Graphics Software Limited, Alpha House. 1 0 Carver Street, Sheffield S I 4FS Tel: 0742 753423 
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CHRISTMAS 
GREETINGS 

IT'S a quarter lo three and there's 
no-one in the ptace but you and me 
- and h alf a dozen assorted page- 
designers, film-planners, 
production controllers and ticking 
clocks hurrying the last dregs of 
CRASH (what? me a dreg?) on rts 
way. These 196 pages were 
thrown together in just a fortnight, 
at three times the rate of ordinary 
CRASHes, so we'll be as 
interested to read what we've 
written as you. 

I could go on about the blood, 
the sweat, the tears, the Pro-Plus, 
but that's the job of the CRASH 
History; and anyway, a Christmas 
editonal is customarily the place 
for Christmas greetings. 

There's not a whole lot you can 
actually do with Christmas 
greetings, except say 

Ctjristmafi 



Ma 




OTHER BUSINESS 



and hope for the best, or be 
pretentious and buy a card 
covered with 'merry Christmas' in 
42 languages, 32 of which nobody 
ever recognises ('Hebrew . . . ' 
I'm still putting my money on 



Finnish"). 

So, Christmas greetings - 1 
won't spell it out again, but you can 
glance a few inches up if you must 
have it in a mock -ancient script. 



THE 

SUPERCLONE 



A piece of sensational information 
that arrived just a tittle iate to get 
on the cover is the news that a 
major hardware-development 
company has been working on a 



12BK Spectrum superclone. 
Simon M Goodwin unearthed the 
full story and has exclusive details 
starting on page 143 - more next 
issue. 



APOLOGIES 

ALL ROUND AGAIN 

OUR TURN and theirs. Firebird has apologised as profusely as a 
subsidiary of Brrt.sh Telecom can for a picture mix-up in last issue's 
previews The picture sent out to magazines labelled as Enlightenment 
- Druid II was In fact Gothik, another forthcoming Firebird release 

Putting an Amstrad screenshot of Ocean's Freddy Hardest in the 
reviews was our mistake, though. 



IN THE NEXT 




MORE OP 
EVERYTHING 

More reviews, more Playing Tips, more previews, more 
On The Screen * . . what more could a Spectrum ask for? 

HERE'S WHAT, AND ITS ALL IN THE 
NEXT CRASH . . . 

I*nf DIRE ? T ° nY PAflTTOO-allthe PQKEs, playing tips. 

FaBIine RLE hardware reviews ever in CRASH 

RUN IT AGAIN - football-management games 

SCORES - more high scores 

SOFTWARE CLUBS -pining up 

£££ IN CO MPS - the easy, the tough and the silly 

If* all in CRASH Issue 49, on sale Thursday January 28 



8 CRASH Christmas Special 1987 



This issue Dave Hawkes of 
Ludlow joins the reviewing team. 
He's a school - sorry, college - 
colleague of Robn Candy. Mike 
Dunn, and Bym Wetthy. 

Bui sadly Derek Brewster is 
leaving CRASH after 45 issues as 
our guide on the Advemure Trail. 
The veteran programmer is 
helping set up a software house 



and just won t have the time to 
write for a while. 

Adventure Trail (page 55 this 
month) will continue, of course, 
with all its regular features. We" 
may be nnglng Derek with a few 
Signsfumps . . . 

Till next month, then. ffamrniM 
#r Ff tiHa* {as the saying goesj. 

BARNABY PAGE 



REVIEWS 



CRASH presents Christmas 

SMASHED! 



16 COMBATSCHOOL 

Ocean puts you through the stress and strain, wind and rain 
18 MATCH DAY U 
Back on the pitch 



HOT SHOTS 
7Q% and over - 



168 ANARCHY 

Zynaps' programmer Dorrumc Robinson's puzzling latest 
game 

« JACK THE RIPPER 

... in poke-a-gut papers 
13 MASK tt 

Comtc-strip licence produces another good game! Shock' 
1«i RENTAKILLRfTA 

3-D lives the "tronic way 
163 STAR WARS 

The force with Domark 
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15 Match Day W Ocean 
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163 Star Wars Domark 

171 Xnnthius Players 
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SO MUCH FOR SO LITTLE! 



There is nothing mat can compare with ttie Incradlbto vafue lor monay offered by Atari'* 
S20ST-FM. For onty £260 f+VAT=£299>, you can purchau a powerful 51EK RAM computer, 
with a 95 key keyboard (including numeric keypad), MIDI interlace, GEM, a palette of 512 
colours, mouse controller and a 512K ouilt-in disk drtve. Tha 520ST-FM hag a TV modulator 
built-in, and comae with a load to allow you to plug n straight into any domestic colour 
television sot. The mains transformer Is also built-in to the keyboard, so there are no messy 
external boxes. You couldn't wish for a mora compact, powerful and slylfah unit. Atari ST 
computers are now tirmly established in the UK. there ere nearly 500 software titles already 
available for a wide variety of applications and the lisl ia growing all the time. And that's not 
all, When you huy your new 520ST-FM (or any Atari ST computer} from Silica Shop, you will 
get a lot more, including a FREE Silica ST Starter Kit worth over £100- Read the ONLY FROM 
SILICA section on the left, to see why you should buy your new high power, low price 520ST- 
FM from Silica Shop, the UK's Noi Atari Specialists, For further details of the range ol Atari 
ST computers and the FREE Silica ST Starter Kit. complete and return the reply coupon below 

ATARI 520ST-FM NOW ONLY £260 f+VAT=£299I 

520ST-FH vttfi S12K HAM I awno merimV&mm^T) Upysdo fmn S12K RAH to ittiK ram rnw i inc W 
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SIDEWALK 




Producer: Infogrames 
Retail price: £9.95 

She's going to kill you . . . 
there you are, on the other 
side of town, your 
motorbike's been stolen, you h,ive 
only till 7.30 to get your girlfriend 
to a concert for which you don't 
even have the tickets yet. It never 
rains but it pours. 

So find the parts of your bike, 
pick up your girlfriend, get the 
tickets and everything is sure to be 



icons.) 

These streets are full of 
dropouts and thugs. You can ask 
the dropouts if they know where 
your bike is, or how to get tickets 
to the concert, but meeting a thug 
will almost certainly result in a 
fight. 

In a fight you can punch, kick 
and head-butt The pint of beer to 
the right side of the upper screen, 
which represents your energy, is 
matched by another pint pot 
displaying your opponent's 




1 Fantastically detailed' graphics In a rare Spectrum release from French 
house Infogrames 





► SiOewatfc trying to get on yer bike 



hunky-dory - but fate throws 
plenty of pavement problems at 
you in Sidewalk, a rare Spectrum 
release from French software 
house Infogrames. 

Progress through the town is 
shown on a horizontally-split 
screen. (The upper half shows the 
mean streets through which you 
walk and the shops you can go in; 
the lower half is given over to 



J NICK !_ 



u Sidewalk is an excellent cartoon adventure-type game. The 
characters, backgrounds and objects are all excellently defined, 
and the detail Is amazing! On the 123K machine you get the 
added luxury of almost nonstop groovy music. The idea Is 
relatively simple, but presented this way and with these brill 
graphics. Sidewalk will go far. " 

85% 



JrobihL 



" Sidewalk makes a pleasant change From shooKem-ups and 
complex adventures. The monochromatic graphics are very well 
drawn, almost cartoon -Ilka, and the sound is some of the best on 
the 48K Spectrum for a long time, ft doesn't take long to learn 
how to deal with the thugs; the real enjoyment of Sidewalk is 
derived from actually trying to recover the bite of the motorbike 
by visiting buildings and interacting with other characters. 
There's enough depth and puzzles to keep you coming beck for 
mora, and with the clock clicking away you have to be quick on 
your toes. " 



strength. Both are drained by 
fighting, and refilling can only be 
done at a bar. 

If you win a fight with a thug, any 
bike part that he's carrying is 
transferred to you - along with any 
money you Can grab from him. 

A clock ticks away, increasing 
the tension. Fail to complete your 
tasks, and your bike's gone for 
good, you won't get to the concert 
and your girl probably won t 
accept your excuses. 



*' Sidewalk has some of the 
best graphics of the year, 
and the atmosphere created 
by them is so strong It's 
difficult to leave. And all the 
characters come over very 
realistically* The aim of the 
game is simple but extremely 
effective 1 - much time is 
spent running around in a 
panic to avoid that final blow 
which wilt finish you Off, And 
when you do die you've just 
got to have that one more go! 
Sidewalk is en exciting 
change from the usual 
game. " 

11% 



COMMENTS [ a 

Joysticks: Kempston, Sinclair 
Graphics: fantastically 
detaiied monochromatic play 
area and stunning 3-D effect 
Sound: excellent on 48K as 
well as 128K - jolty little title 
tunes with simple in-game spot 
effects 

General rating: simple, but 
original, fun and very addictive 
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MASK II 




Producer: Gremlin 
Graphics 

Retail price: £7.99 

Some nasties won't accept a 
game over' when they see 
it - VENOM, the association 
of -evil people, is on the march 
again just months after its defeal 
in Gremlin Graphics s monoc- 
hromatic key-coNecting game 
MASK! {61 % Overall in Issue 45). 
And so the agents of MASK are 
back in action (and in colour) too, 
saving the world in Gremlin's sec- 
ond licence based on the TV series 
and Kenner Parker toys, 

Matt Trakker and his colleagues 
are faced with three missions. 
Firstfy, the President of the Peace- 
ful Nations Alliance has been kid- 
napped and without him a vital tre- 
aty cannot be concluded. He must 
be rescued and taken to a helipad 
whence he can fly to the summit 
talks. 

Secondly, VENOM has nearly 
completed building a base in the 
Middle East. And as you've gues- 
sed, they're out to control oilfields. 
The base can be destroyed, but 
only if a missile within it is located 
and detonated by the MASK team. 

And thirdly, a large ruby wor- 



J PAUL L 



" This is an amazing change 
from MASK L The whole con- 
cept Is much more attractive 
and playable - with the 
graphics being the most 
Impressive feature. How- 
ever, though the action is fast 
and involving, I never felt In 
full control of what was going 
on; the collision-detection is 
very suspect, too, and lacks 
consistency. Still, it's much 
more interesting and better- 
looking than MASK I, and a 
much stronger tie-in. " 



shipped by jungle monks has been 
purloined by VENOM and incorpo- 
rated i nto a laser weapon . The gam 



► MASKR: colourful graphics and varied gameplay 



must be returned and the laser 
destroyed 

To combat VENOM . you start off 
by selecting your team members 
and vehicles. The right choice of 
vehicles is essential, though fortu- 
nately you can get different ones 
as the game progresses and con- 
ditions change. 

There are five MASK vehicles: 
the Thunder Hawk (sports car/jet), 
the Rhino (an armed battering 
ram), the Rhino ATV (an all-terrain 
vehicle), the Condor (a motorblke- 
cum -helicopter) and the Gator (an 
off -road vehicle that converts into 
a hydroplane). 

All MASK vehicles are heavily 
armed, because VENOM might 
attack in land-based craft, sub- 
marines or helicopters, if a MASK 



J NICK L 



" The deferences between this and the last MASK game are 
Incredible- MASK I was j ust another boring scrotling-background 
game, but here the graphics have been excellently-drawn and 
colour has been used to great effect Each mission is as exciting 
as the previous, because the objectives are so different, and 
MASK II la a top-class game. " 



vehicle is damaged, it can acquire 
extra armour - provided the dam- 
age isn't too severe. Otherwise it 
has to be abandoned. 

Running out of fuel is another 
hazard, and the Thunder Hawk 
uses rather a fot 

It's bound to be a dangerous 
and exciting day for MASK. And 
no doubt at the end there'll be 
another licence. 

I COMMENTS i_ 

Joysticks: Cursor, Kempston. 
Sinclair 

Graphics: very colourful with 
detailed sprites 
Sound: few sound effects and 
a simple tuna 

General rating; a playable and 
attractive tie-in, much more 
lively and fun than MASK! 
{which wasn't too bad itself) 



Presentation B3% 

Graphics 83% 

Payability 83% 

Addictive qualities 60% 

OVERALL 81% 



1 ERIK: 

r PHANTOM OF THE OPERA i 



Producer Crysys 

Retail price: £7.95 cassette, £9.95 disk 
Authors: Mark Rivers 



First it was a novel . Then Fren- 
chman Gaston Leroux'stale 
The Phantom Of The Opera 
became a classic silent film with 
Lon Chaney as the disfigured vil- 



JbymL 



M Controlling Raoul la very 
awkward; you can't jump and 
shoot at the same time, 
which makes the nasties vir- 
tually Indestructible, and 
their flight pattern makes it 
even more difficult to open 
fire on them. So Erik: Phantom 
Of The Opera is a very 
aggravating game. It Just 
seems impossible to get 
through it B 

73% 



lain skulking in the shadows of 
Paris s great opera house. More 
films and an Andrew Lloyd Webber 
West End musical followed - and 
now Software Publishing 
Associates is launching its label 
Crysys with the arcade adventure 
Enk: Ph&ntom Of The Opera. (The 
company's beat—known for its 
recently- launched budget label 
Pirate J 

Erik, once a pretty boy, has been 
horribly disfigured by a terrible fire. 
Using this as an excuse he seeks 
revenge on those he believes are 
responsible and becomes the 
eponymous Erik, Phantom Of The 
Opera. 

He abducts Christine, the lead- 
ing lady of the opera, and hides 
her in a labyrinth of tunnels and 
stairways beneath the opera 
house. But raunchy Raoul. the 
singer's paramour, is hot on the 




J ROBIN L 



" The primitive graphics of 
Erik: Phantom of The Opera 
are quite off-putting, and the 
sound is sporadic and 
annoying. Playing the game 
isn't easy, though wrth prac- 
tice controlling Raoul 
becomes second nature, end 
there's not much to draw the 
player Into the action. It soon 
becomes boring, " 



trail and sets out to track her down. 

Erik has set loose some rather 
nasty things to get Raoul. Skulls 
bounce down on him, spirits float 
towards him, and opera masks 
scamper down stairs. By well- 
timed leaping, ducking and run- 
ning, Raoul can avoid them. But 
It's far better to blast the bother- 
some things to bits, earning points 
and preserving energy for the next 
night's show. 

Skulls and spirits might be 
frightening enough, but Raoul also 
has to contend with locked doors 
and find six keys before he can 
even get within singing distance of 
his loved one. 



J NICK L 



" There's no Michael Craw- 
ford or Sarah Brightman 
from the stage musical to 
cheer this up a bit, just a few 
bad sprites on a monotonous 
background. Raoul is repres- 
ented as a sort of stick man 
with long legs and a finger 
that seems to shoot buiretsE 
And the inlay claims the 
game to be 'a mufti-colour, 
multi-directional scrolling 
arcade game', but the colour 
is in massive monochrome 
blocks and I certainly 
wou Idnt waste my money on 
this in an arcade. " 



f t COMMENTS /_ 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: monochrome 
blocks, despite the inlay's 
claims 

Sound: spot effects 
General rating: unattractive 
and unrewardingly difficult 



Presentation 48% 

Graphics 61% 

Payability 52% 

Addictive qualities 45% 

OVERALL 54% 




IMPLOSION 



Producer: Cascade Gaines 
Retail price: £8.95 
Authors: PaulLafdlaw 

Jft white dwarf - a dying star - 
^^fc has been plucked from its 
^r^^position in space by an 
unknown force and propelled 
towards Earth on a collision 
course, Panic grows. This 
renegade star must be stopped. 
You are the pilot and air warrior 
charged with that task. 

Something or someone has set 
up a series of eight defence grids 
around the white dwarf. To destroy 
the approaching colossus these 
must be stripped away. 

You have a space fighter which 
can rotate, accelerate and 
decelerate, dive and climb. More 
importantly, rt s equipped with a 
forward-firing double cannon, 

Pure energy spheres drift in and 
out of the protective gridwork that 
surrounds the star. Cannon fire will 
make these spheres explode, and 
you can collect some energy 
crystals from the exploding 
spheres. Then you have a fresh 
source of energy for your shields 
and lasers. 



You can also pass inside the 
grid, but it's very risky. 

When all of the white dwarf's 
protective layers have been 
stripped away, the trench that 
leads to the centre of the star is 
revealed. You can now get to the 
core, where the final part of the 
mission has to be completed. 



CRITICISM 



% " Implosion can best be 
categorised as a simple shoot- 
'em-up. The playing area where all 
the animation takes place is 
monochromatic, which safely 
avoids any masking or attribute 
problems, and visually the game is 
unimpressive. Sound is lacking, 
too. The controls are simple to use, 
which makes it quite playable, 
especially as there are no complex 
instructions to absorb; 
unfortunately there's not much 
else to absorb the player, in 
Implosion either, 

mm 



• ,r Implosion is one of the most 
dull and uninteresting games I've 




piayed for ages. Tne graphics are 
monochromatic and very boring, 
you can weave through the grid for 
ever and ever but there s very little 
variation. " 

• " Implosion hotels nothing 
special. Just flying about killing 
the odd alien life form isn't much 
fun; I've had mora fun playing 
Space Invaders than playing this. 
There's one neat part where you 
can weave in and out of the grid, 
but that's about it ,p 
MICK 3-lt% 



Joysticks: Cursor. Kempston, 
Sinclair 

Graphics: monochromatic and 
unimaginative 

Sound: not worth mentioning 
Options: definable keys 
General rating: plain and boring 



Presentation 
Graphics 
Placability 
Addictive qualities 
OVERALL 



1 



Producer: Cascade Games 
Retail price: £8.95 48K cassette, E9.95 128K cassette 



One of your spy ships has 
moved into position off 
enemy territory - so it's no 
great surprise when they send out 
a combat fighter to destroy the spy 
ship. 

You must detect the aircraft 
before it reaches the spy ship. 
When you come face to face there 
may be no more than a dogfight, 
or it could be a full-scale graund- 
and-aehal conflict. 

You take off in a fighter from an 
aircraft carrier at your home base. 



JbymL 



Yet more flight simula- 
tions . . . this one has more 
novelty, with face-to-face 
combat, but it's spoiled by 
the cramped, split screens, 
which don't leave much 
room for intricate graphics. 
Nevertheless, once you're 
engrossed in flying around 
the barren wastes the tacti- 
cal part of the game gets 
progressively more addic- 
tive, " 

§9% 
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The cockpit has all mod cons: 
radar, compass and pitch-and-rolf 
indicators and an altimeter are all 
there. 

Your fighter is highly manoeuvr- 
abte and can bank left or right, dive 
and climb. Engine power (shown 
on a. thrust indicator) can be fine- 
tuned, and when three quarters of 
available power have been 
engaged, afterburners kick in, 
dramatically increasing thrust and 
fuel -consumption. 

Speed is crucial to keeping the 
fighter airborne, because if you 
stow down too much the aircraft 
can stall. 

Aititude has to be monitored, 



JmciTL 



" I like a good flight simula- 
tion now and then, but 
there's no gameptay in Ace 2. 
The graphics are OK and the 
presentation excellent, with 
a good loading screen and 
excellent packaging, but Ace 
te a cheap follow-up to a 
great original. " 

55% 



too ; there is a ceiling of 60 , 000 feet 
above which your aircraft cannot 
go. 

On encountering the enemy, 
you have a range of weaponry 
available. Your Ace fighter carries 
aerial cannon, heat -seeking and 
radar-directed missiles, air-to- 
ground and air-to-ship missiles. 
All have quite different 
capabilities. 

Still, what the enemy can do is 
equally drastic. When the enemy 
Tires its cannon you can only take 



► Ace 2: a lacklustre flkght sim 




evasive action, and you might end 
up scurrying back to the aircraft 
carrier for repairs. 

Cascade's original Ace flight 
simulation earned B1% Overall in 
CRASH Issue 32. 



Jdave1_ 



" This is the perfect flight 
simulation, allowing the air- 
craft enormous manoeuvra- 
bility. In many respects Ace 2 
looks like Ocean's Top Gun, 
but it's in a higher class. 
However, the colour is 
sparse, as is the the sound, 
and the playing area is rather 
small - though ft still permits 
the two-player option. " 

7S% 



/ COMMENTS L 

Joysticks: Kempston, Sinclair 

Graphics: split-screen display 

with unrealistic representation 

of movement 

Sound; very simple spot 

effects 

Options: two-player option 
General rating: a poor imita- 
tion of Ocean's Top Gun 



Presentation 78% 

Graphics 50% 

Payability 61% 

Addictive qualities 62% 

OVERALL 62% 



...NOT BAD, EH? 



OK, so maybe using a cash dispenser machine takes 
marginally longer than turning the page. But ml much. 

You can apply for a BarclayPlus card the moment 
you open a BarclayPlus account* 

And you can use your cash card in over 3,000 cash 
dispensers ail over the country. 

So you can get at your savings any time of day\ 
seven days a week. 

Of course, you also get a healthy rate of interest on 
your savings. 

Not to mention a free regular magazine and a five 
account opening pack. 

You can open a EarclayPlus account 
if you're between 14 and 1 8 yean old 

Just pop into any branch oj Barclays 
with your savings, 

We'll give you the full details and 
have you sorted out in a flash. 



+ ++ YOU'RE 



BETTER OFF 



TALKING TO 



W BARCLAYS 
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)B*A'T S'C'H'O-O'L 





fhe guys who get through 
the US Marines Corps's 
combat school eat six 
Shredded Wheat for breakfast. 
And rf you can join them and beat 
the time limit for completing seven 
gruelling teats in Ocean's Combat 
School coh-op coo vers ion, you'll 
be a tough guy too - and there's a 
lop-secret antiterrnrist mission 
waiting to be done. 

Your training begins with an 
assay it course: walls of different 
heights and an arm waEk. A meter 
shows the muscular power youVe 
generating , and if you can keep it 
up It's on to the next section, the 
first firing range, 

Targets appear from the ground 
and remain in sight for just a few 
seconds - but at least 38 must be 
hit, blasted by moving a multidirec- 
tional cursor. 

The next event is the 'Iron man' 
race. Only a good running speed 
can see you successfully through 
rough country strewn with boul- 
ders, water hazards and bridges; 
then you swim across a fast -flow- 
ing river full of logs. 

"now you're exhausted - but the 
second firing range appears, and 
the challenge is to hit 95 robot 
tanks as they appear before you. 
From there It's on to show your 
bicep supremacy In an arm- wrest I- 
ingcontest. 

This man-to-man trial of mus- 
cles is different from all others at 
the school because even if you fail, 
you're allowed to carry on training. 
Normally the instructors more 
ruthless - fail any other test and 




you're out. 

And now your tingling arm must 
be brought under control , for accu- 
racy is once more required on the 
third shooting range. As on the 
first, targets pop up for just a few 
seconds - but it's mora compli- 
cated this time, because you have 
to avoid hitting red targets. Get 
one by accident, and a whole 
screen of targets (and potential 
points) is lost to you. 

The final and hardest stage of 
Combat Behoof puts you into 
unarmed combat wfth an instruc- 



" Combat Schoot - the coin- 
op, the game, the sweat, 
the joystick bilateral This is 
a faithful conversion of the 
arcade original as it's 
almost impossible to com- 
plete {perhaps a few 
POKEs could deal with 
that!), Some of the stages 
are so gruelling *l would be 
easier to do the tacts In real 
life than In the computer 
version! The graphics 
couldn't be bettor, and me 
vhrid colour (completely 
clash leas], characters arid 
backgrounds are all excel- 
lent, On the 12SK version, 
there's excellent sound and 
the added luxury of not hav- 
ing to reload after a few 
levels, Combat School Is 
brilliant on the ASK and the 
best 128K game around, " 



tor. You can throw punches and 
kicks, leap in to attack and leap 
away again, and if you hit your 
opponent often enough and 
quickly enough you are the victor. 
But of course the opposite also 
applies - and if you fail this ulti- 
mate challenge you cannot 
graduate. 

For all that, there's some pity left 
in those Marine instructors. If you 
cant complete an event or amass 
enough points within its Individual 
time limit, after the Indignity of a 



" This Is one of the wic- 
kedest packages around 
and guaranteed to destroy 
your Joystick. There's 
plenty of variety; from 
swimming rivers to shoot- 
ing tanks, and every level's 
playable and very addictive 
-'you'll be surprised how 
much effort It can take to 
move a sprite! Combat 
School Is one of the best 
games I've aver played, " 

nk n% 



* There are very few games 
on the Spectrum that actu- 
ally make you sweat while 
you're playing - Imagines 
Hyper Sports is one, and 
Combat School (from the 
same software conglomer- 
ate) the latest. If you've 
played the arcade game 
and thought It could never 
be done on the Spectrum, 
think again. This Is the 
machine's most successful 
arcade conversion yet. The 
graphics are superb, and 
the 128K sound Is more 
then just Impressive; Its 
some of the best around, 
with tunes playing even 
While you're struggling In 
the events! IWo-plsyer 
mode makes the game very 
competitive, almost adding 
a new dimension, arid 
indeed Combat School Is 
the ideal Christmas present 
for weaklings and strong 
men alike. " 

HUE 14% 



tew chJn-ups you can return to the 
course. 

And if you do extra well in an 
event, bonus points do wonders 
for your prospects of promotion 
when it's all over. 

But its never all over for a 
US Marine - if you manage to 
graduate from the school, all your 
newly-acquired skills are needed 
on a mission to rescue a hostage 
from an American embassy. 



Joysticks: Cursor, 
Kempston, Sinclair 
Graphics: excellent, 
detailed, no cfash 
Sound: stirring tunes 
Options: two-player option 
definable keys; demo of 
Gryzor- another Konami 
com-op conversion immLnent 
from Ocean - on 12BK tape. 
But one minus point: mul- 
l i load is necessary on the 
4&K Spectrum. 
General rating: a hugely 
addictive challenge ofspeed. 
Strength and coordination 
that looks and sounds good 
too 

Presentation 91 % 
Graphics 94% 
Payability 93% 
Addictive qualities 92% 
OVERALL 93% 
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M*A'T'C*H D'A'Y II 




ootball, as they say, Brian, 
Is a great game', and now 
the jockstrap's on, the 
boots are laced, embrocation glis- 
tens on muscular thighs, and 
Match Day tl - the long-expected 
reworking of programmer Jon Rit- 
man's Match Day (86% Overall In 
Issue 13, famous as the one we 






didn't Smash!) -is about to begin. 
So choose your teams and pre- 
pare to experience the full range Of 
human emotions from "over the 
moon 1 to 1 as sick as a parrot'. 

Your team can take part in a cup 
.competition, a league champion - 
ship> or one-off competitions 
against others or the computer. 
The match time can be set to 5, 10 



" Jon R it man has excelled 
himself with this outstand- 
ing follow-on from Match 
Day; he's obviously taken in 
all the constructive criti- 
cisms of the earlier game- 
Match Day II has every 
option you could ever think 
of. and loads more as well; 
the menus (all 17 of them!) 
are much easier and 
q u ic ker to use than in Match 
Day, and the graphics have 
been improved. The back 
passes are a great addition 
- and very useful. Only the 
sound lets it down a little; 
otherwise Match Day is top 
of the league! (Sorry.) " 



or 15 minutes per half, a skill level 
established and a choice made 
between attacking and defending 
tactics. 

Each team has seven players, 
and a player gains possession of 
the ball when it hits him below the 
knee, (You can control two players 
at the same time if the ball Is 
passed from one to the other.) 

The power of each players kick 
is controllable, and can be locked 



on for shots at the goal mouth so 
you can use maximum force in an 
attempt to score. 

Bouncing balls can be trapped if 
you carefully judge the height of 
the ball from the size of its shadow; 
d ri b bl i ng and lofti ng are also possi- 
ble, the latter done by kicking the 
ball while running. 

And to create greater complex- 
ity and realism on the field, the Dia- 
mond Deflection System has been 
incorporated; when the ball strikes 
a player, its rebound takes into 
account not only the angle of the 
struck player, but also the direction 
in which he is moving and that of 
the ban. 

If you decide to participate in a 
competition, fixtures are automati- 
cally decided end your opponents' 
skill increased as progress is 
made. But a code allows the com- 
petition to be saved and returned 
to later - so if your team isn 't d oi ng 
well you can nave words with the 



11 For everyone who thinks 
kicking an inflated leather 
sphere around is fun, this 
will be THE game. Match 
:;■£■. II is a huge improve- 
ment on the original - not 
only is there now a vast 
front end of options menus, 
there've been some good 
changes made to the 
gameplay It's the best foot- 
ball game around. " 
MIKE 84% 



manager. 

Programmer ion Ritman and 
graphics man Bernie Drummond 
have also worked together on the 
Ocean Smashes Batman and 
Head Oyer Heeis (Issues 2S and 
39 respectively). 



RYGAR 



Producer: US Gold 
Retail price; £8.99 
Authors: Probe Software, 
from a Tec mo 
coin-op 



■uturetime. The Earth 1 s youth 
BT 



Fi 
is a distant speck, BT has 
long been bankrupt and Cliff 
Richard has just retired. 



J MIKE L 



* 1 You can tel I just by look i ng 
at Rygar that it's a coin-op 
conversion - it actually looks 
like it wasn't written to run 
on a Spectrum. And that's 
exactly how it plays! The 
graphics are dull and 
uninterestingly coloured, the 
first level is far too easy and 
the others offer no 
stimulation. ■ 

49% 




Rygar, acceptable, if you don't 
know the com -up 



Out of this mayhem has come 
Rygar, the legendary warrior. 
Strong and silent, he speaks but 
one language , . . combat. Those 
who cross his dangerous path 
regret it - or at least they would if 
they lived. 

But there are still many who 
resent Ry gar's rule and seek to 
destroy him with the deadly 
sweetness of their touch - 
scuttling aardvarks, large- headed 
snerds, hideous harridans and 
grunting Goths, These are the 
dangers the warrior meets as he 
runs, ducks and leaps his way 
through the strange landscapes of 
the far future. 

Rygar fights with the power of 
thunderballs, unleashed upon 
attackers But even his fighting 
skills cannot get the better of a 
treacherous world, and gaping 
chasms of incredible depth and 
darkness await the hero's final fall. 

As the eternal struggle rages 
between life and death, Rygar 
grows in power by gathering the 
icons that are revealed when he 
blasts parts of the scenery. But as 
the heroic Rygar travels further on 
his adventurous trail, he 
encounters ever more weird and 
deadly forms of futuristic life which 
(that's enough purple prose - Man 

Probe Software's last release 
before Rygar was Trantor - The 
Last Stormtroop&r (68% overall in 
Issue 46), far the GO! label run by 
US Gold. Trantot*3 graphics were 
highly praised, but the CRASH 
reviewers felt it, tike Rygar, was too 
easy. 



J PAUL L 



11 Not being much of an 
arcade player - stuck in 
sleepy Ludlow - I'm usually 
disappointed by arcade 
conversions after all the 
hype they get. But the main 
problem, graphics, has been 
overcome well In Rygar, The 
main character Is a bit small, 
but the colourful parallax 
scrolling adds depth to the 
play area, making it a Joy to 
play. And though the first 
three levels are so easy 
they're unnecessary, 
subsequent levels are harder 
and create a very addictive 
game. Rygar is one of 
US Gold's ~ better arcade 
conversions. " 



/ COMMENTS | 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: simple but not ugly 
Sound: spot effects 
Options: definable keys 
General rating: acceptably 
playable, though early levels 
are too easy; the reviewers' 
major criticism is that Rygar 
falls further short of its original 
than most coin-op conversions 



" Match Day II has all the 
good features of the earlier 
Match Day, adds several 
more and comes up with 
the definitive football 
game. There's just about 
every option you could 
wish tor - back kicks, cor- 
ners, barging and two- 
player games are all availa- 
ble. The graphics are clear 
and well -animated, with 
nice little jumps when the 
player attempts to head a 
ball. And Match Day 11 is one 
of the most compelling 
games this year - the com- 
puter isn't easy to beat 
even on the simplest of 
levels, so there's plenty of 
gameplay, especially when 
you have two-player 
matches! " 

ROBIN 94% 




Joysticks: Cursot. Fuller. 
Kempston, Sinclair 
Graphics: functional 3-D 
Sound: tune lo open each 
match, and spot effects 
Options: definable keys, 
two-pfayer option, all the 
menus you can eat 
General rating: rVfefch Day 
is even better the second 
time round - there's more to 
do, and a skilled computer to 
beat 



Presentation 96% 
Graphics 84% 
Play ability 89% 
Add ictive qu al itiea 9 1 % 
OVERALL *1% 



Presentation S€H 

Graphics t3 

Payability 62% 

Addict i ve q ua lities 5 7 % 

OVERALL 58% 
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A long time ago.. 



At last! The most famous 
coin-op Arcade Game and one of 
the most successful films of our 
era come together in this 
Do m ark publication. 

Faithful to the original, the 
home computer version of 
STAR WARS® will win first 
place in your games collection, 
and be the one you go back to 
time after time. 



Atari ST. 
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Spectrum 48 128k 
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Omega -Droids, they're powerful & 
deadly. Are you a match for them? 



ZX Spectrum 48K/I28K/+ (£7.99) 



Mai Order. Attmncin <UKj Ltd Limit 3 & 4 Lloydi Cloic 

Fmedaf> Road Indu^njl Folate WttlinuboroLiRh Northimpion NNfl 4SR 

td <093J| >fi/frfl © IWFIreir.c Dream* 




Have no fear t 

Lloyd Mangram'g here 

Full of advice 

And Christmas cheer , . . 

Talking of which, it will be nice to have a few days off, without the 
thought of having to get the old bicycle out. Mind you, my form of 
five- minute relaxation In working hours recently has been a quick 
Atari ST bash on Audiogenic's Impact - the best Breakout clone of 
them all {but not on the Spectrum YET, alasj. 

As it's Christmas and a time of goodwill (rather than for the 
obvious reason all you cynics out there will think of when you've 
read the letter), t will paraphrase, rf 1 may, the words of someone 
famous who once said that though the Lord likes all people, ha 
rejoices most in a repentant sinner . ♦ . and gtve you this month's 
letter which earns its sender £30 worth of software. 



A PRODIGAL 
WRITES 

Dear Uoyd 

I was an extremely contented 
subscriber for two years (Issues 
16-42) and when it came to 
'recharging my mystical n umber r 
I'm alraid that . . , well ... I 
didn't. For this, I blamed myself in 
l he knowledge that it was pure 
[aziness that I couldn't be 
bothered to post the letter; then I 
thought again . . . 

Now I 'm not a man that expects 
much out of life, but frankly I felt 
that the software industry was 
going a bit stale. Not much new or 
Original. Nothing that took my 
fancy. Inevitably I felt that CRASH 
was getting a bit stale around the 
edges too. In the Forum, for 
exampte, month after month you 
got the same old boring letters 
slagging off artwork, production 
techniques, et cetera, et cetera. 

It was depressing. 

For those reasons I didn't feet 
guilty about letting my mystical 
number die, life was happier 
wrthoul it. However, last month I 
decided to dig deep into my 
pockets and produce a pound 
coin for a copy because I was 
missing you lot a bit. 

' Hang on. what's this? It' s £ 1 . 25 
now! Shock, horror, the country is 
going to the dogs etc." 

Anyway , digging deeper i nto my 
pocket I founo myself with a n extra 
25p so I purchased a copy . . . 

Having read it, I feel that to 
everyone at CRASH 
congratulations are in order. 
You ve really pulled yourselves 
logetheii 

A classified section, an 
organised videc-reviewing 
section, someone new at Playing 
Tips (no offence Lloyd!), 3-D bits 
etc etc. 

'Oh,' I groaned, 'what have I 
been missing 7 ' As welt as CRASH 
improving, I felt that there was a 
significant improvements the 
quality of software (though it's not 
true to say that the barrel is free of 
all the rotten apptes), whereas 
before I felt that the Industry had 
reached a metaphoric plateau of 
achievement. 



It may take a month or so to 
scrounge the money for the 
subscription fee but prepare to 
welcome me back with open arms; 
I'm coming home. 
Don Elliot, Seaworthy, NW 
Devon 

; can t promise a fatted eatf (not in 
these days of cholesterol and 
health -consciousness anyway), 
but I'm sure you're welcome back 
(and anyway, why should I care if 
someone has once again nicked 
my Playing Ttps, i've got a big 
heart), Talking of hire videos ♦ i . 
with reference to the recent 
debate about whether or not 
CRASH should include reviews, 
Vve just been shown some 
independent market research 
earned out on the streets of 
somewheresvitle, whiGh asked 
people how often they hired video 
tapes. Out of some 15 'youth' titles 
(going to readers aged 12-20), 
CRASH came out with one of the 
highest figures. So you ARE 
interested in seeing up-to-date 
video reviews! Aren 't you ? 
LM 



A MATTER OF 
RESEARCH 

Dear Uoyd 

Just a few quick points. I am very 
pleased to see you are bringing 
back a score page. To me, this 
page used to be very interesting 
because it gave me a good idea of 
how good readers were at playing 
software (1 sent my great 
achievements in a couple of times 
but they obviously couldn't match 
the successful readers). I hope 
Robin Candy's Scores turns out a 
success. 

In Issue 46 1 noticed the price 
had gone up to £1 .25 - or did us 
readers pay 25p extra for some 3- 
D glasses? When I first bought 
CRASH In March 1985 (Issue 14) I 
paid B5p, which I thought was a 
reasonable price for a computer 
magazine. Since then the price has 
risen by 40p. half the price I paid 
for Issue 14), Us readers also paid 
money for the CRASH Sampler, 
which was said by you that it was 
free. Come on Uoyd, let s see 



these prices dropped. 

Recently I wrote to several 
software houses asking for 
information on their products and 
a couple of posters. They returned 
me the following results: 

Acli vision - price list 

Advance - eight large posters 

and price list 

Allegata - one poster and price 
list 

CCS - one large poster and 
price list 

Domark - price list and map of 
Doorrtdark's Revenge 
Durell - two posters and price 
list 

Electric Dreams - one poster 
and price list 

Martoch - three posters and 
price list 

Mirrorsoft - three posters and 
price list 

Quicksilva/Argus - price list 
Rainbird-two posters, price 
list and £3.00 voucher 
Ultimate - two posters and 
price list 

US Gold - no reply 

Virgin - price list 
Good research eh Uoyd? 
To finish off I've included my Top 
Ten chart for Speccy 48K games: 

1 Milk Race 

2 Turbo Esprit 

3 Zynaps 

4 Grand Prix Simulator 

5 Uridium 

6 Glider Rider 

7 Ping Pong 

8 Starquake 

9 Agent X 

10 Cobra 

Graham East on, Lincoln 

Good research eh? What does it 
prove except that US Goid gets 
more letters than Advance? 
(Though I'm sure Rainbird will be 
getting the most nowl) Also, I can't 
recall anyone saying the CRASH 
Sampler was FREE, the word used 
was EXTRA; and if you had read 
the Next Month panel in the 
previous CRASH, you would have 



seen that we carefully made the 
point that the following issue 
would cost SOp more than usual 
BECAUSE of the Sampler - it's ail 
a matter of proper research, 
Graham, The price has risen by 
40p f yes, but you're talking about 
a gap of two-and-a-half years! And 
last issue -47- had 148 pages 
agamst Issue 14's 132; nearly 
every screenshot is in colour now; 
and there is a full-time editorial 
staff of six (counting myself and an 
editorial assistant), double that of 
Issue 14, because the writing 
today has more research and 
consideration behind it. That 
besides the increasing costs of 
paper, printing, administration and 
all the little overheads like light 
bulbs, is why the price has had to 
rise. 
LM 



WALLET VOTING V 
CROUCHERITIS 

Dear Uoyd 

Having been a rubber-keyed 
Spectrum-owner since August 
1 984. and a CRASH reader ever 
since, I felt it was about time I put 
my £1 .25's worth into the aeonian 
software debate. 

My first point concerns the 
notion of innovation. Ever since 
Mel Croucher opened this ugly can 
of worms, the argument has been 
along the lines of 'the big software 
houses release nothing than coin- 
ops, rehashed ideas and licence 
deals with no game in them at all*. 

Without wanting to rerterate 
anything that Mr Croucher said in 
Issue 27, or what was 
subsequently written in the 
CRASH Forum, it is important to 
note that it Is not the software 
houses nor the programmers who 
are to blame; it is the software- 
buying public, who vote with their 
wallets. The much-maligned 
companies are only producing 




THE ARCADE TRIVIA GAME FOR YOUR SPECTRUM 48/128/+2 



Answer the tricky multi-cheat* questions to poi Pie red snooker ban* mto me cooker, Tnem it's on to I aitom 
hab question for hiofier pants but you hare to be quick becaise me nigfier the colour value the lasier the 
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what there is a demand for - and 
that does seem to be endless coin- 
op conversions etc. 

In the Hotline Top 20 in me 
November issue, six games are 
con versions, and half the games 
are-shoot-em-ups j n one form or 
other. However, that is not to say 
that the same old formula is a 
licence to print money, but I shall 
come onto that in a moment. 

Fortunately, Innovation is not 
necessarily synonymous with 
originality. The standard of current 
programmers and programming is 
still increasing at a steady rate, and 
henca new innovations in 
programming techniques are 
continually being developed. This 
is where the main problem of 
innovation seems to occur: a 
company spends a year 
developing a new game system for 
one single piece of software, but 
the game flops in the shops. And 
why is this? A disease I have 
labelled Croucheritis: the 
company has spent so much time 
on the implementation of an Idea 
or technique that it forgot to put a 
game in the package as well. 

In the long run, stunning 
graphics or digitised sound or 
whatever is only the icing on the 
cake; it is the play ability that really 
counts. Wo matter what the game 
is, no matter how astounding the 
programming may be, no matter 
how ordinal the idea is, if the game 
suffers in any way from its 
payability, it is of no use to the 
public. 

Poor response to controls, 
doubtful collision -detection, 
painfully slow scrolling or 
whatever will mean the eventual 
downfall of a game, even if it has 
the most impressive window- 
dressing ever seen. The bad news 
is that it Is this window-dressing 
that persuades the casual 
purchaser to part with his hard- 
earned pennies. He sees the game 
running in the shop, perhaps he 
has seen it previewed in a 
magazine and is superficially 
impressed. One rainy afternoon 
later, all he has for his cash is six 
minutes of noisy code and a 
cassette that is useless even as a 
blank. 

This is where magazines (Ike 
CRASH become so important: 
they can get beneath the 
giftwrappmg and find the actual 
game inside, These findings can 
then be conveyed to the 
readership, and they then have 
someone else's opinion, other 
than the publisher s or 
programmers^ as to the game's 
merits. Unfortunately, I feel 
CRASH has not been doing its 
duty in this department. I am not 
talking about previews, even 
though these are often misleading 
in that they make some quite 
average games seem exerting. But 
this is something that is inherent in 
the very nature of a preview; 
there'd be no point in showing us 
what is to come if it is nothing but 
dross and it has always been clear. 
In CRASH if not In certain others, 
that you have not seen a complete 
game, only a demo or some 
screenshots. What I am going on 
about is the reviews. 
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Obviously, a magazine is in a 
continual state of flux, forever 
trying to improve its content and 
design to woo more readers. Most 
of the changes within CRASH have 
been cosmetic as opposed to 
ideological and have improved the 
magazine over its four-year life. 
However, CRASH must not forget 
why it is there; it is essentially a 
software- review magazine. On 
this point I have to agree with Ian 
Kerr (Issue 46 Forum) on critici sing 
the com ment box at the end of the 
review, in fact, I have noticed a 
general drop in the standard of 
reviews over the last year. 

Reviews have {with certain 
exceptions) been far shorter in an 
attempt to cram more games In. 
Th i s is fine as far as t he descript ion 
of the game part goes, as we can 
read all thai on the cassette inlay 
In our tocal store, but it is not so 
satisfactory when appertaining to 
the player's criticism, which in 
some cases ts brief to the point of 
obscurity. It no longer tells us 
enough for us to judge for 
ourselves without actually buying 
the game - when it becomes too 
late. One example in the 
November issue was on page 28 
in the Action Force review where 
Paul remarks' . . . though the idea 
is simple the awkward control 
method makes its appeal short- 
lived , , . \ 

What J awkward' control 
method? Since the keyboard-play 
and control-keys comments are 
no longer part of the review there 
is nowhere to look to find out. What 
I am trying to say is that the reviews 
should become more detailed as 
games become more complex, 
rather than less so. If space is the 
key factor, then rt seems logical to 
keep the reviews short, but have a 
much larger and all* 
encompassing comments box at 
the end of the review, or a system 
of notes rather than solid editorial. 

All this said, i still find that the 
reviews in CRASH are the most 
reliable by far, and an important 
source of reference before buying 
any new game. 

I d like to finish on a lighter {if 
somewhat cynical) note. As we are 
continually Informed by the media, 
Christmas is once again around 
the comer and with it come the 
Mghly prestigious CRASH 
Readers' Awards. I'd like to 
propose a new category - the 
most overrated game of the year. 
This would differ from the worst 
game of the year in that any game 
can be bad, but it takes something 
to convince us that it is great, and 
only now in retrospect do we 
wonder why we ever played it, let 
alone bought it 

Past winners could have 
included Jet Set Witty- for being 
programmed in such a way that 
the game was Impossible to finish 
without cheating due to the Attic 
Bug and an invisible object that 
couldn't be reached. Sabrewutf- 
for being nothing but a reworking 
of AticAtac but with trees. 
Wizard's Lair -for being a slightly 
more complex conglomeration of 
Atic Atac and Sabrewuit Knight 
Lore - yes, the graphics were 
amazing but It's a shams Ultimate 



forgotto put in a game, Sherlock - 
which opened up new frontiers in 
interactive boredom. 

Mo doubt I'll be burned as a 
heretic for taking the names of 
some of the industry's sacred 
cows In vain but such an award , as 
all awards , can only be made from 
pureiy subjective opinions. 

Keep up with the good work, 
Lloyd. 

Anthony Ruben, Bechenham, 
Kent 

Bamaby tails me your suggestion 
for a new Readers' Award i$ used 
in this issue, on page t$7. 

A rubber-keyed Spectrum- 
owner? The imagination boggles! 

Seriously, is it realty necessary 
to know WHAT the awkward 
control method is? Surety knowing 
that a trustworthy reviewer 
considers the control method 
awkward is enough. You don't 
have to know why it's awkward. 
And after all, if you haven 7 bought 
it and played it you'll never really 
understand why the control 
method is awkward anywayi 



NO COMMENT 

Dear Lloyd 

l am writing aboul Ian Kerr's letter 
in CRASH Issue 46 

I have been getting CRASH 
since Issue 2 and I agree with Ian 
completely that the comments 
box is getting too small. 

I would prefer it if you kept the 
comments on keyboard control 
and skill levels, too - 1 like toknow 
how many keys the game has. 




Simtfariy, knowing that (in some 
hypothetical game) it's impossible 
to kick left on the third screen 
when the dragon is guarding the 
key seems unimportant: it 's just as 
informative, surely, to say that 
parts of the game are too difficult. 

And why are they so short? Well, 
you might have noticed that in the 
fast few issues more details on 
how the game plays have been 
aoing in the long descriptive 
tntroduction {where minor aspects 
of scenario are now omitted) rather 
than in the criticisms; and 
sometimes there's just not much 
to say about a game other than a 
quick summary of graphics and 
gamepiay! H would, of course, be 
possible to go to absurd lengths, 
drop all features and regular 
columns and give each review a 
few pages, delving into the 
minutiae of every spnte and scroti. 
Should we do this? What do other 
readers think? What does the next 
tetter think? 



I used to decide to buy a game 
just by reading the CRASH review 
but now I have to go down the city 
centre just to look at the inlay card, 
lo see whether it has got enough 
screens and to make sure there 
aren't loo many keys etc. 

I hope that enough people write 
in to make you change it back to 
CRASH'S old standard, 
Gary Harris, Headington T Oxford 

You obviously have this thing 
about keys. Gary! But you should 
bear In mind that if there are - by 
common consensus - too many 




keys, or a spectacular (or 
disappointing) number ot screens, 
the reviewers and comments box 
can, and do, still mention it. The 
point of reducing the comments 
box wasn t to rule out mentioning 
some aspects of a game - just to 
avoid being tied to a routine of 
listing control keys, screens etc 
when they were quite irrelevant to 
the value and interest ot the game. 
And the function of the comments 
box and percentages fs to 
summarise, not supplement or 
justify, the criticisms; which was 
the point Ian Kerr missed, 
LM 




CONFUSED . . . ? 

Dear Lloyd 

As a trusty reader of your 
wonderful magazine (slurp slurp, 
lick lick} I am writing to you > my 
agony uncle, for some helpful 
advice, which I am sure you can 
give. I wouldn't mind paying £2^5 
for the magazine as long as you 're 
still there fj hope flattery gets ma 
everywhere)- 

1 have recently sold my faithful 
Speccy (rubber-key version) so 
that I can purchase a (hopefully) 
better computer. 'What could be 
simpler?' I hear you cry! Well, flrsl 
of all I thought about buying a 
Spectrum ~2. then an Atari; I've 
even contemplated rebuying my 
okJ Speccy. I have nightmares 
where all these computers are 
crying out to be bought . Every time 
I see a computer I think of buying 
it. As a last resort I am turning to 
you (no disrespect I hope), 

The computer I want should be 
between £200 and £300, and I 
mainly use computers for games, 
but I like to do the odd spot of 



programming. 

By the way, don't let your 
judgment be swayed by whether 
I ' II still buy CRASH after I've got my 
new computer, because whatever 
computer I have I'll always buy 
CRASH (not really). So please help 
me solve my dilemma, 
Jonathan Khan, Broaoourne, 
Herts 

You have an easy fife of it, dear 
boy (said he putting on his 
agonisad-unde voice). Try 
growing up and becoming a 
businessman who needs a new 
computer AND THEN SEE what an 
impossible choice there is! No. 
you're enjoying the best days Of 
your lite at the moment. Sounds 
like you need a +2 and some 
change left over; because there 
wouldn't be much from the 
purchase of an Atari, not with all 
the bits you discover you reaily 
need. (Back to Uoyd voice . , . )> 
LM 



THREE-DEE 

Dear Uoyd 

When I bought the November 
issue of CRASH I found these 
strange glasses in It. I tried mem 
out on the special pictures and 
wow. brilliant, then a thought 
struck me (out of the blue like): why 
can't the software houses use the 
same technique? 

Think of games like Starglider 
with this 3-D style, It would bring a 
totally new perspective to the 
graphics. The graphics would 
almost come out of the screen or 
go back to give depth. This may 
bring some problems like 
collision -detection but these 
could be overcome. 

On a different note, here is my 
Top Five for 48K music: 

1 AgentX 

2 Cnronos 

3 Ping Pong 

4 Top Gun 

5 Short Circuit 
Stephen Newell, Lordswood, 
Southampton 

it has already been tried, years 
ago. Postern released a game 
called Three-Deep Space and it 
was a technical disaster (the game 
wasn't too hot either): the glasses 
were uncomfortable to wear and 
caused eyestrain, and the 
spaceships seemed to be 
repeated as though you had just 
drunk too much alcohol. However. 
Mastertronic were showing a 3-D 
Sega game wnh glasses on their 
PCW Show stand, and I'm told 
that was quite effective. Other- 
wise, f should stick to Freescape - 
It's the new dimension! 
LM 



I don't often get the chance to comment, but having seen it, I feel I 
must disagree with Mike Dunn's obsession with the video of 
Buckaroo Banzai etc etc* White the comic-strip element is cleveny 
Interwoven, the polyglot Imagery and indefinite plotting shows it to 
be the ravings of s callow director who appears to have purchased 
prefabricated slabs of ideas and bunged them all in to appeal to 
confused trendies; I wonder why they don't let me review videos?. 

If you disagree with me (that doesn't include you, Skippy) you'll no 
doubt write in the New Year to LLOYD MANGRAM, CRASH FORUM. 
PO Box 10, Ludlow, Shropshire SY8 1DB and tell me . * . 



SPECTRUM 
REPAIRS 

IF YOU CAN FIND ANY OTHER 
COMPANY OFFERtNG:- 



ic An honest 6-month guarantee - we repair 
any f ault w ith i n si x months - y ou d o not have 
to prove that the same fault has re-occurred 
as with other companies, 

ic Full overhaul and update with each repairto 
identifiy and repair all faults ensuring 
continued reliability, 

if Over 17 years 1 computer maintenance 
experience on all types of system from 
mainframes to micros - probably 10 years 
more than our nearest competitor 

if Fast efficient service - most units are 
despatched fully insured by 1 st class post 
within 24 hours of receipt. 

it No ' free h games tape - we could offer you 
£50 worth of games with each repair, but 
instead we use top quality components, 
sophisticated test equipment and 
professional engineers. 

if Special offer for a limited period -£6 off our 
normal price of C2Q. Send only C15 all- 
inclusive. 



FOR A PROFESSIONAL SERVICE 
THAT NO OTHER COMPANY CAN 
EQUAL SEND YOUR SPECTRUM 
TO:- 

M. R ELECTRONICS 

The Laurels, Wendling, Norfolk NR192LZ 
Telephone 036 26? 327 





CRASH is a rare beast among magazines - 
everything short of the printing is done by a 
small team based in Ludlow, Shropshire. 
Here's a short tour of the process, from 
writing to the final details of design. 



► Copy (the m rnalists and ad 
(nan's jargon for written material) 
comes back from the typesetter on 
bromide paper in long strips of 
text. It's photocopied so the 
editors can cheek tor any mistakes 
- y«J afways miss something on 
me screen, somehow - and sent 
up to the Art Department where 
designers Maricie Kendrlck 
(pictured) and Wayne Allen make 
it look liked magazine. 
They stick tt« strips of text 
down on boards the size and shape 
of a CRASH page, leaving spaces 
for pictures, blowing up 
{enlarging) or reducing (shrinking) 
headlines on a process camera, 
and remembering ail the fiddly bits 
like keylines {the lines that 
separate parts of the page) and 
page numbers. 
Black-and-white pictures are 
made into photomechanical tints 
(PMTs) on the process camera - 
because mono photos are made up 
of every shade from black to white, 
but a printing press can only 
handle solid black and solid white, 
A PMT is made up entirely of 
minuscule black dots and white 
dels, so it can be used for printing, 
but It simulates shadi ng by subtly 
increasing the concentration of 
black dots as an area grows 



darker, (M you took at any of the 
pictures on this page through a 
powerful magnifying glass you'll 
see exactly how It works.) 
When all that 's done the 
patches arrive - single lines or 
paragraphs of text typeset again 
with mistakes corrected- They 
nave to be stuck down In the right 
place, and sometimes it's a race 
against time to get the corrections 
In. 

Finally, the page is ready for 
colour mark-up . and by now 

someone in film-planning Is 
probably breathing down the Art 
Department's neck. 



To 300,000 readers, CRASH s 
public face is its writers - and 
none Is more written -to than 
Playing Tips Editor Nick Roberts. 

Spending hours at the Towers 
after school every day, Nick tests 
all the tips and POKEs Vat arrive 
(well, Marty a»<-<) and flies 
them for future use. 
Choosing each month's maps Is 
a task too - there's never enough 
space, and that's the perennial 
complaint of writers and editors 
{except when the deadline is really 
close and they start complaining 
there's too much space to fill). 
Meanwhile, other writers at the 
Ludlow headquarters are working 
on reviews and features, while 
oul-of-house columnists like 
Phlllppa Irving and 
Si mon H Goodwin slave away over 
hot Spectrums in their own 
comers of the country, phoning in 
occasionally to discuss what 
they're writing. 
And as the games come in for 
review, photographers Cameron 
Pound and Michael Parkinson 
hurry to get the screenshots taken 
- always shooting as many as 
possible in case the game's an 
unexpected Smash! 





■ The writers may be the magazine's public face, but between the writers and 
the printed words there's a series of editors. Usually a finished article goes 
S^J U or DflwW P * lBrSs * ho 00 f™ 015 My mistake^ double-checks 
with the writer it something doesn't make sense, and often has to cut the 
piece to fit the allocated space. 

Then the polished product comes to Managing Editor ftamaby Page 
(pictured), for a final read-through betore it goes on an Amstrad disk and 
down the road to Tortoise Shell Press, a local printing company which 
typesets all of CRASH, ZZAPI 64 and THE GAMES MACHINE, 

Besides choosing pictures, writing sarcastic captions and hurrying 
everyone else, Bamaby also puts typesetting codes in the article so it comes 
?f? '^correct aizB and typeface - blame htm for the occasional mi stm*m 



The film-planners add colour to 
pages. Every bit of coloured text or 
background {photos are a different 
story) is a combination of magenta 
(a purpilsh red), cyan {green-blue} 
and yellow in different strengths. 
Those three form a set of primary 
colours, so any colour can be 
created by mixing them in 
different strengths. 
The Art Department's designers 
mark each page with the mixture 
of colours required - for instance, 
the Forum page on the back of this 
was marked '50% yellow, 30% 
magenta', (It's just a colour 
cocktail, really,]' 
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Then the film- planners 
prepare a film for each 
of the three colours, by masking 
out the bits that aren't that colour 
and shooting it on a special 
camera, Another piece of film is 
shot for the ordinary black text and 
keylines, And all that's done for 
every page. 
But the millions of shades on 
colour photos are far too complex 
to do by hand, so they're sent to 
Scan Studios In north London 
where a laser-scanning machine 
does the same job, producing 
those four films (called 
separations} for each picture. The 
separations come beck to Ludlow 
where they're slotted Into the 
page's film. 
When every page has been shot 
to film, the issue ones lo bed' - 
work's finished for the Ludlow 
team (except the Production 
Controller, standing by to deal with 
anylast-mlnule printing problems 
- and the accountants waiting for 
the money to flood in!) We send 
those films to Carlisle Web Offset, 
they run off 130,000 copies 
and , . 
Here it is. 



Late one evening... 





...even later 



I Think I'LL HAVE] 

TO GO AND HAVE / 
ALlEbOWNj— ^ 




1NGS GET SO BAD SO 
QUICKLY THESE 
, THAT THE GOOD 
DAYS SEEM 
LIKE LAST WEEK 




...next day... 








...success 



GAMES 

\\ 


l ^ 


1! . 1 M.MM,^ 


jl,.r^ f ...J 





ANDYCAPP 

Out for Christmas on ' 

Spectrum, Commodore, Amstrad 
From good software shops everywhere 



Mirrorsoft Limited 

Athene House, 66/73 Shoe Lane, London EC4P 4AB 
Telephone: 01 377 4645 Fax: 01-353 0565 
Telex: 93121001 12 TDG 
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Cartoons by Reg Smylhe 



SUPER 
SYSTEM 

Arcadia 



Arcadia, Mastertronlc's arcade 
subsidiary company, has just released 
trie Super Sfcfecf S>sfem\ a multiplay 
arcade machine based on its Amiga 



board system, Trie system comes In two 
formats: Sports Simulation and 4/cade 
Acfton, and each has five different 
games. 



SPORTS 
SIMULATION 



■ Like the Arcade Action package, 
Sports Simulation offers a wide variety of 
games, most of which have been 
convened from home computers. 

One of the most notable conversions is 
Arcade Leaderboard. a slightly tweaked 
version a! trie classic US Gold golfing 
game (80% Overall in Issue 39) which 
retains all rhe original's payability. You 
play trie course against a time limit, and 
trees, bunkers, rivers and lakes make the 
going extremely lough Extra leatures 
include sampled voices, an animated 
instruction screen and a map of the 
course. Its certainly an unusual and very 
entertaining arcade game - go for a 
round. 

The highly successful budget darts 
game, 180. has been given the arcade 
treatment and renamed Worid Darts 
{Mastertronic's Spectrum version earned 
72% in Issue 35). h gameplay it s 
virtually identical to me computer game, 
and the player challenges a series of 



increasingly adept computer opponents 
at a match of 50 1. The graphics and 
sound are both superb, and the gameplay 
has a lovely feel. World Darts Isn't the 
son at game you'd expect to And in an 
arcade, but it's surprisingly addictive 

SporiTim Bowting, however, Is a very 
weak bowling simulation based on the 
dire Strike budget game (40% from 
MAD. In Issue 41 ) It doesn't play well, 
the graphics and sound are poor and it 
hardly captures the ttinlJs of howling. Nol 
one to break open a piggy bank for . . 

Offering more payability but also 
suffering from weak graphics is 
SportTfme T&bie Hockey, a simulation of 
the one-on-one air-hockey games often 
found in seaside arcades. The fast action 
Is enjoyable at first, but it doesn't take 
long to bea Hi appeal 

Pool is a difficult game to convert to a 
video format, but Arcadia has managed 
to capture the game's lee! and spirit with 
Pool and its realistic ball movements. 
Pool is definitely one of the best games of 
its type, and should be checked out 

Arcadia is also planning Basketbait, 
Football and Tew simulations specially 
for the Super Select System- we'll keep 
you posted. 




ARCADE 
ACTION 



1 



■ The Arcade Action setup offers five 
games, ranging from a tradition;! 
'em -up to an unusual concept of sport in 
Ihe future 

Nlnja Mission Is a conversion of the 
Commodore beat-'em-up/arcade 
adventure- The player lakes control of a 
nlnja hero and enters the evil Akuma's 
palace to retrieve seven stolen |ade Idols, 
battling gangs of savage guards. 

The graphics are excellent, with lovely 
character-animation, and some neat 
backidrops, it shouldn 't take beat-'em-up 
experts too long to complete the mission, 
but Nlnja Mission is highly enjoyable 
nonetheless. 

Bfasta Ball Is, again , based on a {mildly 
addictive) Commodore game, Hyperoowi- 
Viewing the scrolling action from above, 
you take control of a ship, trying to drive 
a large moving puck Into the opponents' 
goal. The concept Is very simple, and 
unfortunately it doesn't hit the mark as an 
arcade game The graphics are colourful, 
but the gameplay Just Isn't addictive 
enough to spend more than a few tops 
on. 

For shooi- v em-up fans there"s Xenon, 
a vertically-scrolling progressive blaster. 
A craft which can change from tank to 
aircraft is guided through 16 sectors of 
frenetic action, gathering extra weapons 
as the mission progresses to create a 
very impressive armoury. Each sector has 
its own guardian which must be 
destroyed to progress to the next, and 
none give up without a fight 1 
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The action is fast and furious and the 
graphics are really spectacular - 
especially some of the large aliens. Xenon 
is a vary enjoyable and extremely 
addictive shoot- em-up, well worth 



checking out. 

The other two games on Arcade Action 
are Space Ranger and Sidewinder. The 
former is a horizontally-scrolling shoot- 
'em -up and the latter requires the player 



to pilot a craft through a 3-D maze. 
Neither were ready at the show, bui 
sound promising. 

► Fast and furious action in Xenon 





AAARGH 

Arcadia 



■ Among Arcadia's new dedicated 
9ames ts Aaargtt. a mashing, smashing 
game where one or two players can be a 
pair of terrible monsters - Godzilla and a 
giant Cyclops - and go on the rampage 
through a series ol towns and cities The 
action is displayed In 3-D, with the 
monsters walking 'In' and out of the 
screen. 

The first port ot call is a tribal village, 
and the gruesome twosome stride around 
the village smashing down nooses and 
setting mem alight As buildings are 
wrecked, me inhabitants stream out and 
are stomped to death, picked up and 
eaten - very enjoyable! 

Beneath one of the houses Is an egg, 
which is revealed only when the building 
is razed to the ground, II the egg is picked 
up p both players get the chance to 
increase their score in a bonus stage. The 
monsters face one another and hghl the 
winner claiming the egg and a large 
points bonus. After this violent interlude, 
both creatures return to stomp and 
smash the next location. Later stages 
include Egypt, the Wild Frontier, China 
and a Greek temple. 

The destructive gamepiay la 
straightforward, but exlremety 
absorbing, and the highly detailed 
graphics and superb sound effects 
enhance the action immensely. Aaargt) is 
one of the best arcade releases in 
months, 





STREET 

FIGHTER 

Capcom 



1 



■ Capcom s latest (which CRASH 
previewed in Issue AA) is a tradrtranal 
one-or-twc-player beat- em-up piayed 
across a senes ot backdrops, very much 
in the Karate Champ mould. However, it 
adds a new dimension with pneumatic 
punch buttons, iarge rubber paoa mat are 
bashed to make the onscreen fighter 
punch out - and the harder they're 
thumped, me more powerful the hit 

The action ts certainly gratifying, with 
great feedback from the buttons, but 
once the novelty of hitting the machine 
wears off there's very little to draw you 
back 



► Beat those buttons in Street Ftghfer 



ROAD WAR Sj 

1 Arcadia 



■ Road Ware is Arcadia's one-on-one 3- 
0 shool-'em-up In which one or two 
players drive battlespheres {futuristic 
tanks) up an infinitely long road and 
destroy oncoming hazards. 

The action is very simplistic, and 
mere's tittle to do other than dodge or 
blast approaching objects. It doesn'l take 
long for il to lose its appeal. 




ROCKFORO 

Arcadia 



■ RocMorti. the arcade version of First 
Star's evergreen classic Bouidertfash 
(rem ember the Front Runner Spectrum 
version back in 1984? 93% in Issue 



12 . . , ), is now finished and ready to 
enter the arcades. 

There are 40 levels set across ten 
different worlds, each having its own 
theme, with the dirt, boulders, diamonds, 
and even Rockford himself taking on a 
different appearance in each. 

Bui Ihe graphics and sound are 
disappointing, and Ihe gamepiay is very 
tough, requiring ids of skill and an 
understanding of the game's workings. 
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AFTERBURNER 

Sega 



■ Sega, maker of Super hang-On and 
Out Run, hes Just released its most 
impressive-fooWng game yet - 
Afterburner , an a^nal-combat simulation. 
The player fakes control of a high- 
powered jet and flies over 23 stages, 
destroying as many enemy planes and 
installations as possible. 

The game comes In three formats - 
two srMnfc and a stand-up cabinet, 
complete with flashing lights. The more 
expensive of the sit-ins is very 
impressive, and rocks and rolls as tfie 
plane banks and moves. The cheaper 
version tilts left and right only, 

You're first struck by the colourful and 
Incredibly fast graphics - possibly the 
fastest 3-D yei seenl The ground rushes 
by benealrt you at an awesome speed, 
and enemy planes zoom m from the 
distance at an alarming rate. 

ft the plane Is going fast enough and 
ttie joystick is wrenched left or right, Ihe 
plane rolls and the entire screen spins 
disconcertingly. Occasionally enemy 
planes and homing missiles close in from 
behind, and this Is where the afterburner 
throttle comes into play - pulling this 
back sends Ihe plane roaring off al a 
tremendous speed, with luck losing the 
pursuers in the process. At regular 



intervals a large bomber flies over and 
the plane is automatically refuelled and 
rearmed in midair. 

There are also two airfields which the 
shattered player can land on fur a 
welcome break from the frantic action. 
(By the way, if you took very carefully 
when the plane lands on the first strip, a 
Super Hang-On bike comes out of the 
trees and races up the first airstrip as the 
pfane takes off And on the second strip, 
the Ferrari from Out Run makes an 
appearance!) 

All this is very Impressive, but 
unfortunately the payability is 
exceptionally poor. The plane doesn't 
handle very well, and the feedback from 
the joystick Isn't at all good. Waggling it 
from right to left Is a good tactic to avoid 
attackers, and pressing the afterburners 
when being chased is about all there is to 
it. It doesn't take much practice to 
complete the game, and the ending ts 
pitiful - the plane lands and a few poorly- 
drawn screens are displayed. 

Many arcades are charging more than 
50p for just one go. which Is a vast 
overpricing. Afterburner may be 
impressive to look at, but it's not very 
enjoyable to play. 




CRASH & SPECTR UM 
SOFTWARE HISTORY 
BINDERS 

Lloyd Mangram/s CRASH & Spectrum Software History, which is 

^ C i U A d ci Thi$ ,SSUev adds up t0 % 48 lc,un B the four-year story 
of CRASH magazine and the Spectrum software world, and 43 full-colour 
reproductions of CRASH covers by artists Oliver Frey and Ian Craig, 

Rather than leaving the CRASH & Spectrum Software History in several 
separate issues, many readers will warn to keep the collection together. 

And so CRASH & Spectrum Software History binders will be available by 
mail order for £4,50 each (£6.50 outside mainland UK), postage and paekinir 
included. ' 

Tha t price includes reprints of Uoyd Mangram*s Lookbacks for the years 
1984, 1985 and 1986, and a selection of special articles on the dcvelopmeni 
of the Spectrum and its software. 

This, together with other recendy-published material designed for the 
binder, will form a unique CRASH book of over 150 pages (complete with 
title and contents pages), 

The firm blue binders, similar to the annual CRASH magazine binders 
(which are available through the Hypermarket on page 166) and subdivided 
into sections with sturdy plastic rods, will nave room for: 

• the 96 pages of the CRASH History 

• ihe complete index of CRASH reviews (in this issue) 

• the complete index of CRASH playing tips and maps (in next issue) 

• ike complete index of CRASH features (in next issue) 

m Lloyd Mangram's four Lookbacks at the yean 1984, 198S, 1986 and 1W 

• special articles on ihe Spectrum, only available with this binder 

The CRASH & Spectrum Software History binder is available now with the 
form below (or a copy of it). Please allow the usual 28 days for delivery. 




Name , . 
Address 



Postcode 



PLEASE DEBIT MY VISA/ ACCESS ACCOUNT C [~ 



I wish to pay by Vlsa/Acctna (detota a* applicable) 
Signature 



EkplryData 



PlMSe Charge My Account No: 



Cardholder* tddreu, if differcat ftom delivery fcidm* *|w VC . 



























Vallum 


I mi} 






SPEEDKING SPEEDKING 

1 WITH FREE GAME WITH AUT0F1RE M 



I 




f\ niy the Konix Speedking joysticks can give 
you the power you need to take on the 

unknown - and win. 

Ultra fast responses to every command, 

unbeatable autofire power and complete control 

Right where you need it - in the palm of your hand. 
Trade or export enquiries welcome on 

049525 5913. 



The fastest reactions in the business 




,4 

f IE ■ 



for use with the 

Spectrum and Spectrum Plus. 
Spectrum Plus 2 and 3. 
Commodore 64 and 128. 
Amstrad CPC MSX. 



■ The only joystick that 
actually ffts your hand, 

■ Fire button positioned 
right under your trigger finger. 

■ Solid steel shaft and robust 
construction. 

■ 12 month guarantee. 



for use with the 

Spectrum and Spectrum Plus. 
Spectrum Plus 2 and 3. 
Commodore 64, 128 and VIC20. 
All Atari Computer? (inc ST) 
Amiga, Amstrad. MSX. 

■ Auto-fire to give instant 
and even firepower {Auto- 
fire only). 

■ Micro-switches allow you 
to not only feel, but hear 
each move of the stick. 



SEGA® 

MASTER SYSTEM 



NINTENDO® 

ENTERTAINMENT SYSTEM 



■ The only joystick that 
actually fits your hand. 

■ Twin firebuttons positioned 
right under your trigger finger. 

■ Solid steel shaft and robust 
construction. 

■ 12 month guarantee. 



■ Auto-fire to give instant 
and even firepower, 

■ Start and select buttons 
{Mintendo only). 

■ Micro-switches allow you to 
not only feel, but hear each 
move of the stick. 



To; Konix computer Products, Units 12714 Sirhowy Hill Industrial 
Estate. Tredegar Gwent NP2 4QZ. U.K. 

Please send me, Speed kings with Game at £l1,99ea 



. Speedking; with Autofire at £12.99ea._ 

Segas at £12.99ea._ 

. Nintendo* at E12.99ea._ 



(Including Postage and Packing) 

I enclose Cheque/ Postal Order for 

(Made payable to KONIX). Or charge my Access-ZVisa 

No Signed 

Name (wodt cap*taJi> 

Address 



l| Pk 



FQftgQdt . 



Please allow U dayi for ddivwy. ■ Credit ard hoMm m»y trlephone on 5m 



CHRISTMAS 
COLLECTIONS 



ELITE grves its cW hits 3 new lease of 
Iffe or (he compilation label Hit Pak. 
Trie latest compilation is The Elite 
Coitection, a strong two-cassette 
assembly of well-known Elite 
classics. They're aJI very playable, 
ranging from the very old Bombfack 
and innovative Frank Brum's Boxing 
to recent successes such as 
Paperboy and Ghosts 'NGobttos. And 
on the second cassette is a previously 
unreleased Elite game, Battleships - 
yea, a Spectrum version of the penci I - 
and -paper classic;. But to buy it all at 
£14.95 you'd have to be 3 (fedicated 
Elitist 

PAX MAN PROMOTIONS a 

sufrsfcMafy of the Prism leisure 
Corporation, has released two 
'theme' compilations - which Paul 
Sumner predicted In Issue 45 would 
be the things of the future, after the 
success of Ocean's Game Set And 
Match At £4.99 each Paxman's 
Thriiier Pack and Sports Pack 
represent good value, but sadly the 
games aren't that attractive. The six 
toosery-reteted games on The ThrHfer 
Pack, all previously released, are 
more memoraole for their hype than 
as actual Barnes. And The Sports 
Pack is a poor man 's Game Set And 
Match. 

US GOLD'S recent compilation 
Summer Goto" is now partnered by 
Sotid Gokj - probably trie house's 
greatest compilation yet! Every game 
is very playable, and the collection 
covers a wide range Irom flight 
simuJators like tmWator and Ace Of 
Aces to the CRASH Smashes miter 
Gaines and Gauntlet Sadly 
leaderboard didnl hit it off with the 
Spectrum like the others did, but it 
stM fits in the package well. 



WHETHER you're still 
looking for last-minute 
presents or someone's 
cheque is burning a hole in your 
pocket, you're bound to find 
something to light your candle in 
the Christmas season s spate of 
compilations. 

They come from software 
houses large and small, 
specialised and general; they 
range from £4.99 to £14,95; they 
come in all shapes and sizes, from 
boxes a foot long to laminated 
video-size boxes down to the 
(now) ordinary double-cassette 
boxes (for which we still have no 
racks!). You may not have 
anywhere to put all these different 
sizes, but they sure look pretty on 
the retailer's shelf. 



But some small independent 
retailers have great problems with 
the big, bold packaging of 
compilations, and when space is 
tight they usually end up at the 
bottom of the pile. 

And some compilations aren't 
even available in independent 
shops this Christmas - not 
because of the packaging, but 
because they're distributed on 
limited exclusive deals with high- 
street multiples. For instance, 
Gremlin Graphics's Ten Great 
Games is currently only available 
from chains like WH Smith and 
Menzies. It's strange the indies are 
treated this way when they 
account for 75% of ail software 



DOMINIC HANDY reviews compilations 



HEWSON is eschewing the more-is-better theory of many compilations and putting 
just lour Smash hits on a tape ermued exactly that. Four Smash Hits includes two 
of thts year's top shoot- em-ups - Exoton and Zynaps - as well as Ranarama and 
fltke Beau Jolly's ft* Star Games Vot. 3} Uridium Ptus. it's available on +3 disk 
as well as cassette. 

OCEANs compilations always provide vatoe for money. In October Game Set And 
Mater? sent Spectrum sportsmen crazy, in November the shoot- 'em -up collection 
Lrve Ammo arrived and now Ocean looks set to have a happy Chnslmas and a VEflY 
prosperous New Year wrtfi the final 1987 release. The Magnificent ?. And quess 
hew many games are on it , . . eight] 

I you thought Oceans previous compilations were hot stuff, wait till The 
Magnificent ? mete the snow with Ocean's greatest hits - like the mind-blowing 
Frwikla Goes To Hollywood and Head Over Heets, arcade adventures such as The 
Great Escape and Short Circuit, leaders in their class like the mindless Cobra and 
bat and ball wrth Arkanoid. 

And the most interesting addition is Wzbail Reviewed in CRASH issue 45 just 
a few months ago, It gained a Smashing 92%. and here it Is already Dn an 
acbon-packed compilation. 

Ocean la backing the +3 with a rjsk version of The Magnificent 7, 



I — " 

GREMLIN GRAPHICS are the ones to 
call if you're looking for ten great 
games . . and Gremlin's Ten Great 
Games compilation gets the CRASH 
award for Hope-Raising Packaging Of 
The Month* The box measures 
38cm x 20cm and looks tremendous, 
hut it holds a measly two cassettes. 
There's a whole range of Gremlin 
goodies on those two tapes, though: 
the attractive Monty On The Run, the 
gun-toting West Bank and even the 
original yac/c The Nipper. 

And for those of you who prefer 
playing with balls they've also 
included Bounder, Treilbtazer 
Footballer Of The Year and Krakout. 
At just a pound per game this little (or 
should that be massive?! package is 
great value for money - and it Mils the 
stocking up 1 

BEAU JOLLY rs back on the 
compilation wagon, and the rwuveau 
Beau Jolly is launching a two- 
pronged attack on the Christmas 
market with two collections and a 
E 100.000 TV ad campaign lor them 

The fourth in the series of W 
Computer Hits includes the Marble 
Madness clone Spin Dizzy and the 
Gauntlet clone Dandy. But pick of the 
bunch is either Pyracurse or Contact 
Sam Cruise, both CRASH Smashes 

And though Five Star Games Vol. 3 
has fewer games than W Computer 
Hits, it's probably the better package, 
it s hard to choose between such 
greats as Strike Force Harrier, Tau 
Ceti, Fireiord, Mens, The Way Of The 
Exploding Fist and Uridium Pius fan 
improved version of the Issue 35 
Smash], 



THE ELITE 
COLLECTION 
HitPak 



Frank Bruno 's Boniny 



Airwoif 



Paperboy 
Ghosts wc 



92% 27 
71% 39 
86% 19 

UK U 

90% 12 

88% 31 
95% 30 
£14.95 



THRILLER 



THE 
PACK 

Paxman Promotions 



AVkwToAKM 
Friday rne utti 
Code Mum* Mat H 
Pyramid 

Test MWfcft Cricket 



7$% 16 
32% 29 
81% 20 
83% 2 

m 



Beaky And The Egg Snatttom 75% 7 



10 GREAT GAMES 
Gremlin Graphics 

Avenger m %» 

FotureKnight 78% 36 

Krakout 46% 40 

founder 90% 29 

FootveffefOfThoYeSr 68% 37 

rhtiMmr 88% 34 

Highway Encounter 95% 28 

Monty On The Rw 94% 20 

West Bank 84% ZS 

Jack The Hipper 93% 30 



THE MA GNIFICENT 
7 

Ocean 

Hp/id Dm* mat§ 97% 39 

Cobra 93% 35 

Short drvtitt 71% 40 

Frwotie Goes To Hollywood 94% 19 
ArkamM 59% 39 

WbbaH 92% 42 

The Great Escape 96% 35 

YhAftangFu 92% & 

cassette £9.95 
1 disk £17.95 



THE SPORTS PACK 
Paxman Promotions 

Snooker UM 
OnTtieOctte N/H 
Work! Cup football 71% 7 

Olympics 45% 5 

St Andrews Gott H/fl 
Derby Bay nm 
£4.99 

SOLID GOLD 
US Gold 

Oawtht 32% 17 

62% 36 
80% 39 
93% 26 
72% 35 
£9,99 

FOUR SMASH HITS 
Hewson 

£ MOtort 90% 43 

*W 91% 42 

tartars 90% 38 

UriOtum Plus 90% 35 

cassette £995 
t3dJtk£U.95 



Acs Of Aces 



Winter Games 



10 COMPUTER 
HITS VOL 4 
Beau Jolly 

Brio* Of Frankenstein 59% 43 

Contact Sam Cruise 93% 38 

Spindi&y 93% 28 

UthiMsta M% :s9 

City Sticker BQ% 35 

Sacred Armour Of Antiriad 89% 35 
Deactivators 85% 34 

Stanpiake 96% 22 

90% 31 
68% 42 
91% 33 

Bandy S4%35 
£9.95 

FIVE STAR HITS 
VOL 3 
Beau Jolly 



Trapdoor 
Tau CaH 



90% 35 
88% 33 
94% 23 
91% 35 

Aliens w% 37 

The Way & The Kotodhg Fist 92% 21 
Strike Force Harrier 83% 33 
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► Sean Con ran ot Chlpperfiold in Hertfordshire sent in a fun little demo of 
scrolling screens. The first one is. very similar to Stephen Hill s version of the 
Sot Pepper '$ Lonely Hearts Club Band cover, On The Screened in Issue 44 - but 
there's a nice, sample use of colour, and the faces ol the band are accurate 
and easily recognisable. 



Right, that's it till next month, when (with 
the usual barefaced editorial lie) I'm 
promised more space. Keep the weird, 
wonderful and just plain amusing 
SCREENS coming and remember every 
one printed gets a full-colour framed and 
mounted screen dump courtesy of 
Rainbird, so a big hand to Rainbird for that 

The address is: MIKE DUNN, ON THE 
SCREEN, CRASH, POBox 10, Ludlow, 
Shropshire SY8 1DB* There's no closing 
date, of course, but your SCREENS may not 
appear for a few months. 



H 



tWell, he took* 13 - Man Ea 




SINCE THE DRUID'S LAST VICTORY, ACAMANTOR 
HAS RETURNED TO BELORIM, DEMON PRINCES 
RULE THE LAND, AND ZOMBIE'S ARE THEIR 
LEGIONS; WAITING FOR BATTLE. 

Spectrum £7.95 Commodore & Amstrad £8.95 (£12.95 & £14.95 d) 

PUBLISHED BY FIREBIRD SOFTWARE A DIVISION Of BRITISH TELECOM PLC 1-IHS1 HOUR. E4 7E NEW OXFORD 3F LONOON WtFA IPS 




WIN AN ALL- 
EXPENSES 
PAID 
DAY AT 
THE 
ARCADES 

COURTESY OF 

QffKKSft\HK 



'PAC'S BACK 1 , they say - yes, 
Pacman is rolling back to the 
Spectrum thanks to Quicksilva 
and the coin-op conversion Pac- 
ta nd, H you're the kind of person 
who spends all his waking hours 
(and a few of the others) in the 



arcades, you'll be more than 
familiar with the rotund yellow hero 

- and you'll ateo be happy to hear 
that Quicksilva Is providing the 
readies for a bri Hiant coi rv gobbli ng 
day at the arcades. 
The winner of this camp will be 



whisked to London for the day. all 
expenses paid, and plonked in a 
top arcade with a bagful of 1 0p 
pieces - ESQ worth! 

And for ten runners-up there 
are jaunty red Pac-Land 
briefcases coiourfulty decorated 
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with Pacman and his friends. 

Just complete the famous 
arcade titles in the word grid which 
make up the name of Pacman 's 
new escapade on Quicksilva. 
These dues should help . . . 

1 Fingertip athletics 

2 Much ado about an 
Englishman's home 

3 The glass house inhabited by 
Bentley 

4 Sequel to the racing game 
which was in front at the start 

5 The follow-up to a gripping 
racing game 

6 Son of a jackass gorilla 

7 Two-way scrolling protection 
racket 

Put y our answers on a postcard or 
the back of a sealed red bhefcase 
and send them to PACING 'EM IN 
CO MP, CRASH, PO Box 10, 
Ludlow, Shropshire sr& 1D0 
to arrive by February 1 1 98S> 
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TIE-INS PART TWO 



GAMES OF THE 
BOOK 

ROBIN CANDY concludes the saga of our 
favourite marketing tool -the contrived tie- in 



BOOK TIE- IMS have, not 
surprisingly, led mostly to 
adventures, which recreate 
the book's atmosphere of textual 
intricacy just as arcade games can 
seem like fast -moving films. 

Probably the most famous tie-in 
ever, and or>e of the first great 
games to emerge on the 
Spectrum, was The Hobbit, 
based onJRR Tolkien's tale of 
dragons, elves and dwarfs. The 
game followed the short novel's 
story fine very closely and careful 
reading of the book could get the 
player out of most sticky 
situations. 

The Hobbit (which appeared the 
year before CRASH and so was 
never reviewed) was revolutionary 
in two areas: graphics and 
Interaction. In 1983 most 
adventures were text-only, so 
though The Hobbits graphics 
weren't revolutionary in 
themselves, there was a novelty in 
putting graphics to a quality game. 
After The Hobbit, the big chain 
stores insisted that any game they 
stocked had graphics, and though 
the text purists complained that 
this resulted in a poorer game, 
graphics undoubtedly increased 
sales. 

And The Hobbit features 
complex character- interaction 
through a parser system 
developed by its programmer. 
Philip Mitchell, called Ingfish, the 
(ike of which had never been seen 
on the Spectrum. The player can 
communicate with the other 
characters using the SAY TO 
command, though most of the 
time all it results in isThorin sitting 
down and singing about gold . . . 

Later Tolkien's great follow-on 
from The Hobbtt, The Lord Of The 
Rings, became two games which 
sum up many of the problems of 
book tie-ins {see below). 



SNOWMEN AND 
SLEUTHS 



Quicksilva's The Snowman (78% 
Overall in Issue 3) - one of its last 
releases before being bought by 
Argus Press - was based on the 
book of the same name by 
Raymond Briggs. The book relied 
on gentle cartoons without words 
- as did the film adaptation - to 
convey the delightful story of a 
snowman who comes to life for 
one chilly night. Beyond its graphic 
similarities, however, the game 
doesn't have much to do with the 
original tale, so though it's fun as a 
tie-in it is irrelevant, 

H G Wells wrote The Shape Of 
Things To Come, but his 
prophecies did not include a 



computer game of another of his 
books; War Of The Worlds (46% 
Issue 7), released by CRL, adheres 
to Jeff Wayne's famous musical 
rendition rather than Wells's 
original text Clues can be gleaned 
from knowledge of the album with 
the odd musical clue provided in 
the game. The first few graphics 
are atmospheric and beautifully 
drawn (for the time), but the game 
is a poorly- presented adventure 
with frustrating sudden death its 
main thrill. Considered as a tie-in, 
though, War Of The Worlds is gne 
of the most relevant and basing 
the game on the best-selling 
musical score rather than the 
original novel was a sensible 
marketing ploy. 

Sherlock (8/1 0 Issue 9), written 
for Melbourne House by the same 

grogrammers as The Hobbit, isn't 
ased on any specific book by Sir 
Arthur Conan Doyle but rather on 
thesupersleuth's character. It had 
taken many months to program 
and because of thai and The 
Hoboifs success, expectations 
ware high. 

Uke The Hobbit, Sheriock is rife 
with bugs but nevertheless 
presents an excellent adventure 
centred on a murder which 
Holmes and trusty Watson must 
solve before Inspector Lestrade 
makes a goof-up of the case and 
convicts an innocent bystander. 
The SAY TO command - better 
used than in The Hobbit- Is 
necessary to solve the mystery. 
And having played the game at 
length, I find it particularly close to 
its original source in atmosphere 
and characterisation - if s also 
fiendishly difficult to complete. 

Daniel Defoe's Robinson 
Crusoe of 1 71 9 - one of the 
earliest novels - must be the 
oldest subject of a tie-in. but 
Automata's adventure version (5/ 
1 0 Issue 1 0) is distant from the 
original. It 's a gentle satire, with 
Crusoe stranded on "a remote 
island In Yorkshire' and trying to 
get home to sue his travel agent! 

WONKERS AND 
ASSASSINS 



Hill MacGibbon's adaptation of 
Roald Dahl's fable novel Chariie 
And The Chocolate Factory 

(63% Issue 1 9) centres on the five 
winners of the competition set up 
by Mr Wonker. Each of the winners 
is allowed to visit the chocolate 
factory as well as receiving a 
lifetime's supply of chocolate, but 
there is a sinister motive . , , 

it s divided i nto five subgames: 
inthe first four Charlie rescues one 
of the other characters, while on 



the final screen the object is to 
collect golden keys and gain 
access to the Glass Lift. Charlie 
And The Chocolate Factory relates 
only vaguely to the book and film, 
and the licence is little more than a 
way to self an unsatisfying game- 
In the same month, August 
1995, Century Hutchinson 
released the game based on 
Frederick Forsyth's bestseller The 
Fourth Protocol It s an adventure 
and, probably because of that, 
follows the book's plot quite 
closely, John Preston, an MIS 
investigator, is trying to foil a 
traitor 's plan to destabilise Britain 
and bring about the break-up of 
NATO by smuggling a nuclear 
device info Britain and detonating 
it on an American airbase. 
The ensuing disaster would be 
1 blamed on America, and the 
consequent election of a hard-left 
Government would ensure 
departure from NATO The Fourth 
Protocol (9/1 0 Issue 1 9) is played 
through use of windows, icons and 
pull-down menus - it was the first 
adventure to successfully use 
WIMPs in such detail It's an 
exciting game and a sensible tie-in 
which keeps closely to the spirit of 
the original, though reading the 
book gives away no major clues. 

RATS AND MOLES 

Two issues later, Derek Brewster 
reviewed another adventure - 77>e 
Rats (70% Issue 21) by Hodder 
And Stoughton (a rare excursion 
into computer-gaming by a book 
publisher, like Century 
Hutchinson's with The Fourth 
Frotocof}, based on James 
Herbert's grim horror novel about 
maddened rats taking over Britain. 

The game roughly follows the 
book's story line and gives options 
to choose from when input rs 
required. The object is simple 
enough - annihilate the rats and 
save mankind - but it s a tricky 
game to play, and documentation 
is pooTp leaving a lot of points 
unclear. Still, it makes a good tie- 
in, the text descriptions have the 
same gory feeling as the book and 
generate a frightening atmosphere 
while maintaining the impression 
thai lime is of the essence. 

Level 9 and Mosaic teamed up 
to let loose The Secret Diary Of 
Adrian Mote on an suspecting 
public It was reviewed twice, 
Derek Brewster g i vino it 9/1 0 as an 
adventure, the CRASH team B6% , 
both in Issue £3 - a curious 
departure from the normal 
treatment of reviews which 
possibly reflected an equally odd 
departure from style for Level 9. 

Instead of being in Level 9 K s 
usual text-and-graphics 
adventure format, The Secret 
Dtary Of Adrian Mole is more a 
decision-taking game (not unlike 
The Rats) where the player 
chooses an action from several 
options and the game then 
proceeds accordingly. It follows 
Sue Townsend's humorous mock 
diary of adolescent tribulations 
closely enough with new twists 
added to familiar problems. 



Knowledge of the book is helpful 
but doesn't make the game 
substantially easier. 

Virgin snapped up the licence 
for The Growing Pains Of Adrian 
Moie (88 % Issue 39). Townserxf s 
sequel, but it was programmed 
once again by Level 9 and plays in 
the same style as the first game. It 
follows the book closely, so 
knowing it is certainly an asset, but 
The Growing Pains Of Adrian Moie 
isn 't really very hard to solve. Level 
9 managed to provide some of the 
book's gently, realistically satiric 
mood, but, as Derek Brewster 
pointed out in CRASH. 
Townsend's original is much 
funnier. 



THE LORD OF THE 
RINGS 



In March 1 986 Melbourne House 
released the licensed version of 
The Lord Of The Rings (9/10 
Issue 26). Its worth looking at this 
in some detail, because it sums up 
the problems confronting any tie- 
in. 

Following on from The Hobbit, 
J R R Tolkien's epic trilogy tells 
the tale of four hobo its and their 
Quest to destroy the one ruling ring 
of evil Sauron . The book is divided 
into three equally massive parts, 
but the game - itself split into two 
parts - onlyfollows the plot of the 
first book [The Fellowship Of The 
Ring) from the departure of the 
hobbits from Bag End to the 
breaking up of the fellowship. 
Problems to be overcome include 
getting over Sam Ford and 
escaping from the Barrow W>ghts. 

You can play any one of the four 
hobbits at any time, while the 
computer controls the others. 
Though this widens the scope of 
interaction it also makes the game 
painfully slow to play. In the end I 
found it best to choose Frodo and 
leave the computer to control the 
others. 

And what could have been a 
very atmospheric program Is 
spoiled by the odd inaccuracy, For 
example, EXAMINE! ng the notice 
board in Bag End shows that there 
are some photographs pinned to It 
at a time when cameras haven't 
even been thought ofl It s a simple 
mistake, but one that detracts 
from the adventure's credibility. 

I suppose it would have been 
hard to adapt such a complex tale 
In a way that would please 
everyone Programmers asked to 
convert well-known books to 
games face a similar predicament 
to that of film directors -they have 
to decide what to leave out, and 
how to portray the characters. 
When someone reads a book they 
build up their own conception of a 
character's personality and the 
importance of events. 

That's why counttess attempts 
to adapt TheLbrdOfTheRingsXQ 
the big screen as a live-action film 
have come to naught (and 
Bakshi s dubious cartoon 
rendition doesn't count). The 
programmers of The Lord Of the 
Rings game were doomed from 
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the start in the same way; it was 
impossible to represent all the 
scenes of the books without 
turning the game Into a rerun of the 
text and making it too easy to play, 
but leaving out certain parts and 
altering others seems Like 
sacrilege to cfie-hard fans of 
Tolkien's work 

As an adventure The Lord Of 
The Rings is {despite the many 
bugs) an excellent game, but as a 
representation of the book it 
r necessarily leaves a lot to be 
desired. 

In June 1 967 Melbourne House, 
now under the wing of 
Mastertronic, released Shadows 
Of Mordor (93% Issue 41), the 



Both The Lord Of The Rings and 
The Hobbit have been parodied, 
thoug-h oddly the later game was 
done first. Delta 4's Bored Of The 
Rings (7.5/1 0 Issue 1 8} was based 
on the short Harvard Lampoon 
book which mocked Tolkien's 
grandiose mythology, and the 
same programmers did The 
Boggit{90% Issue 32) for CRL 

TIGERS AND 
MR MEN 

Gremlin Graphics's Way Of The 
Tiger [93% Issue 28) was not 
adapted from a particular book but 




ir<Lve 1 1 ing tKj^ouffK a land of 
cool vreen hollouis and fj*ag7*ant 



► Now do you put three fat novels and an imaginary world Into 4BR? 




to tKe east of a paved road 



► Answer: forget the story, but keep the fief ce atmosphere of To! Men's fantasy 

in Shadows Of Mortar 



second game in the Lord Of The 
Rings series, ft centres on the 
adventures of Sam and Frodo in 
The Two Towers, the second 
volume of the long trilogy, leaving 
out the separate goings-on of the 
other hobbits . 

In gameplay it's similar to The 
Lord Of The Rings, but the player 
can control only two hobbits - 
Sam or Frodo or both . Thorin (from 
The Hobbit} Is resurrected in the 
form of Smeagol. tt's a relief that 
he doesn't continually sit down 
and sing about gold, but instead 
Smeagol is continually sneaking 
off into the bushes. 

Shadows Of Mordor is as slow 
as its predecessor and presents 
an untidy face. Still, as an 
adventure it s highly complex and 
very enjoyable, though keeping to 
the atmosphere of Middle Earth 
rather than Tolkien's story line. 



based on the Fighting Fantasy 
series written by Jamie Thomson 
lex-Features Editor of White Dwarf 
magazine} and Mark Smith, All the 
books portray the player as a ninja 
warrior in a series of martial-arts 
adventures. 

Keeping this in mind, the game 
could be said to be a fair 
representation of the books, but 
when it comes down to it Way Of 
The Tiger \$ a pure and simple 
beat-'em-up split into three levels. 
(The first features hand-to-hand 
combat, the second pole fighting 
and the third swordplay.) 

And it's one of the best beat- 
r em-ups ever, with detailed 
graphics and smooth animation 
(the only letdown is the annoying 
multiload system) - but as a 
Fighting Fantasy tie-in it s 
dubious. 

I n Issue 30 the eponymous hero 



of Biggies (63%), star of 
numerous boys' adventure books 
and one recent - though heavily 
delayed - movie, finally kept his 
appointment with a Spectrum. The 
Mirrorsoft game follows the film's 
plot very closely, and so only just 
scrapes into this section of book 
tie-ins - but the intrepkl pilot of 
Empire Is far better remembered 
as hero of Captain W E Johns's 
many books than for the insipid 
movie. . . - 

It's divided into several separate 
games based on film sequences, 
rather like Domarks game of the 
James Bond film The Living 
Daylights. But this mishmash of 
subgames spoils the atmosphere- 

Wrth First Steps With The Mr 
Men and Word Games With The 
Mr Men, Mirrorsoft didn't even 
attemptto follow story lines. Using 
the characters drawn by Roger 
Herg reaves, whose names 
(Mr Greedy, Mr Happy, 
Mr Grumpy, Mr Strong etc) reflect 
their caricatured behaviour, the 
programmers created two 
educational games for children 
aged four to eight years. A case of 
a popular name being put to good 
purpose . . i 

The first program is a shape- 
and letter- recognition game, the 
second is concerned with 
teaching children to read. Rosetta 
McLeod reviewed both, and 
concluded that they were of a 
reasonable standard, though 
probably suitable for children 
youngerthan Mirrorsoft proposed, 

A BEAR, A BARE 
MAN, AND BARELY 
A MAN 

Rupert Bear was given two 
Spectrum outings: Rupert And 
The Toymaker's Party {54% 
Issue 22) and Rupert And The Ice 
Castle (50% Issue 32). both from 
Argus, but the first on the 
Quicksilva label and the second 
from Bug -Byte. Neither is 
wonderful - though to be fair, they 
are designed to appeal to younger 
children - largely because both 
suffer from blandness and little 
relevance to the inanely gentle 
Rupert of the comic stnps. 

Martech took a swing across the 
jungle with Tarzan(73% Issue 36), 
the character who made Edgar 
Rice Burroughs famous. The story 
has Tarzan rescuing Jane from 
Usanga. chief of the Wamabo. The 
action is viewed from the side - a 
jungle full of vicious panthers, 
lethal quicksand and natives who 
aren't too keen on Tartan's 
intrusion - with monochromatic 
graphics, beautifully-detailed but 
a bit repetitive. 

There was some ambiguity in 
the CRASH review, one comment 
stating " Tarzan is very slightly 
based on the film 1 . But there have 
been many Tarzan films, the most 
recent being Greystoke: The 
Legend Of Tarzan. Lord Of The 
Apes. It 's probably the closest to 
Rice Burroughs's original story, 
but the Martech game bears no 
resemblance to it. The reviewer 
was probably referring to the TV 
series starring Ron Ely which 
featured Tarzan running around a 
lot rescuing Jane, Ji, Cheetah, 
missionaries and anyone else who 
needed help - and. apart from the 



name, they bore even less 
resemblance to the Rice 
Burroughs Storiesl 

Spectrum tie- ins are not the only 
guilty ones . , , 

The last major book tie-in 
(though probably most associated 
it with films rather than with Bram 
Stoker's little-read novel) was 
CRL's Dr acuta (89% Issue 37), 
which Derek Brewster found ■ well- 
written and a good read'. Rod 
Pike's controversial adaptation 

Sot a 1 5 certificate from the British 
oard Of Film Censors, just as 
CRL's Jack The Ripper (reviewed 
this issue - a celebnty tie-in?) Is 
rated 18. 

CELEBRITIES 

TYING IN a celebrity Is 
essentially done to get an 
endorsement from the 
famous person for your product, 
even though the game involved 
may be called anything (or be 
about almost anything); but there 
can little doubt that Ocean would 
have sold far less copies of Daley 
Thompson's Decathlon (82% 
Issue 10) if they had called it, say. 
Sports special. It was the first 
endorsed game of any note, an d it 
was something of a coup for 
Ocean to have secured the favour 
of Thompson when he was at the 
height of his fame so soon after the 
Olympics. 

Daley Thompson s Decathlon 
followed a spate of releases that 
were firmly based on the arcade hit 
Track And Field, and typically it's 
played by furiously waggling the 
joystick to achieve maximum 
speed. It'sa niggling point, I know, 
but as a tie-in the game on the 
Spectrum failed by making the 
playing character white, when, as 
we all know, Daley is quite black- 
Exactly a year later Ocean 
followed up the hit with Dafey 
Thompson's Supertest (76% 
Issue 22) - but it looked like mortis 
celebhtis had set in. The sequel 
features eight events, all of which 
had appeared elsewhere, and 
none of which has anything to do 
with Daley Thompson. While most 
events are well-presented, the 
unendorsed Hypersports is the 
better sports game. 



SNOOKER AND 
SQUASH 

Pool and snooker had always been 
popular subjects for the 
Spectrum, and following the 
success of two earl ier computer 
versions of pool CDS released 
Steve Davis Snooker Ml % Issue 
12) in time for Christmas '84, The 
Steve Davis connection is really 
pure endorsement - the game 
doesn't have anything to do with 
Davis other than the obvious 
snooker link, though CDS 
managed to drag the star to The 
PCW Show to be seen playing it on 
an Amstrad. And it's certainly the 
snooker game to surpass all 
others 

Novelty is all-important 
especially with sports simulations, 
so New Generation was lucky to 
happen on one sport which hadn 't 
been played to death by the 
software houses - and as far as I 
know the personality tie-in Jonah 



CRASH Christmas Special 1987 39 



B&rringtott's Squash (87% Issue 
1 7) Is the only game that deals with 
the Ngh-speed sport. Mewed from 
behind the back wall of the court, 
the game keeps faithfully to the 
rules of squash and, just as in the 
sport, it's hard to get the feel of 
things. Jonah Bamngton not only 
lent his nameto the game but also 
his voice - it can be heard calling 
out the scores (with a little 
amplification). 

FISHING AND FALDO 

Some sports naturally lend 
themselves to the computer, but 
perhaps the oddest is Alligata's 
Jack Chariton's Match Fishing 
(74% Issue 1 8 - 'rating from a 
fisherperson's viewpoint', said 
CRASH) which, frankly, didn't. The 
great Charlton is apparently a 
mad-keen angler, but the game 
has nothing to do with him other 
than the endorsement and not a lot 
with fishing either. Its one 
noteworthy aspect is that up to 
eight can play, all waiting for a 
randomised fish to appear- in 
silence, with sandwiches and 
raincoats, presumably. 

After TracA And Fiefd and 
snooker/pool, golf has ever been a 
Spectrum software favourite, so it 
was inevitable that after Oaiey 
Thompson and Steve Davis a 
golfing star would oet the 
treatment. Nick Faldo kindly 
obliged by lending his name to a 
simulation by Argus Press 
Software. Nick Faldo Plays The 
Open overcomes many problems 
encountered in earlier golf ing 
games through the use of icons. 
Selecting clubs, for Instance, 
always a pain before, Is made 
quick and simple. U was the best 
golfing simulation of Its time, 
surpassed now. perhaps, by 
Loader Board. 

FOUR STRONG MEN 

Sports games were all the rage 
during Christmas '85 and Martech, 
not be left out, released Geoff 
Capes Strongman (78% Issue 
24), It features Six events typically 
found In The Strongest Man In The 
World competitions in which Geoff 
Capes regularly takes part. Icons 
were also all the rage then, and 
here they are used to control the 
strength levels of individual 
muscles -but even this innovative 
approach fails to elevate the game 
above other sports simulations. 

Sports-celebrity endorsement 
continued with Graham Gooch's 
Test Cricket (QS% Issue 25} from 
Audiogenic. There are two ways to 
play it; simulation and arcade 
modes. In the former you make 
tactical decisions rather than 
actually control the movements of 
the players, in the arcade game 
you control batting and bowling, It 
was the best cricket simulation at 
the lime, but its lukewarm 
reception didn't say much for its 
predecessors. 

A spate of boxing simulations 
ended when Activision topped out 
with Barry McGuigan World 
Championship Boxing (88% 
Issue 25}. More than just a bash- 
out in the ring, the game al lows you 
to train a boxer to your own 
requirements, an aspect to be 



taken seriously if you want to 
become world champ, 

Brian dough's Football 
Fortunes (42% Issue 3fl) 
combines computer with board 
game. The computer performs 
calculations while players move 
round the board. Like Addictive s 
famous Football Manager ii is a 
game of strategy, borrowing from 
Glough's career, No-one was 
impressed with the use of the 
computer as surrogate dice, and 
the game is a boring management 
simulation. 

FRANKIE WENT TO 
OCEAN 

Most real-life celebrities in 
computer games are sports stars, 
but there are a few interesting 
exceptions. 

It Is August 1 985 and Frankie 
say: 'Welcome to the 
Pleasuregame'. and set the 
software world ablaze with talk of 
icons and windows . A pop groups 
isn't the most obvious subject to 
base a game on, especially a 
group notorious for its 
provocative, not say blatantly 
sexual, behaviour. But Denton 
Designs was commissioned by 
Ocean to write a game to frt their 
unusual licence. The 
programmers' only brief was that 
Ocean didn't want a game with 
Frankies running around in it. 

The result, Frankie Goes To 
Hollywood, was one of the best 
games of 1985 (94% Issue 1 9), 
Denton Designs blended ideas 
from Its previous hits Gift From The 
Gods and Shadowfire to introduce 
a new concept In games design. 
As a tie-in the game wasn't based 
on any particular member of the 
group but rather on elements from 
the music and the images 
proje cted by record company 

You control the impressionist 
figure of the frankie J Equation ', 
living a humdrum existence in 
Everydays-vllle . . . except 
nothing is quite as it seems within 
the shadow of the Pleasuredome. 
Magic is everywhere . . . inside 
the TV, at the back of the 
refrigerator, and who really knows 
what secrets the back of a sofa 
holds? By collecting pleasure 
points and becoming a well- 
formed character Frankie can 
enter the very centre of the 
Pteasuredomeand Maximum Joy 1 

Frankie Goes To Hoilywood is 
divided into subgames which are 
In some way connected to the 
Frankie ethos. For instance, one 
scene features Reagan and 
Chemenko fighting it out - the 
theme of the Two Tribes video. If 
nothing else. Frankie Goes To 
Hoilywood proves just how rich a 
tie-in can be in the hands of 
programmers with fertile 
imaginations. Through a synthesis 
of arcade and adventure elements 
Denton Designs created one of the 
most enjoyable and imaginative 
games ever. 

THE BEATLES AND 
SAM FOX 

Frankie Goes To Hollywood 
wasn't the only group featured in a 
game - inevitably, the Beatles 
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eventualry popped up. In Beetle 
Quest {7 /10 Issue 27), marketed 
appropriately enough by 
Number 9, you don't actually play 
any of the Beatles but rather a 
futuristic observer who must 
return objects to specified places. 
It features lyrics officially endorsed 
by the fab four, and the adventure 
manages to create a Sixties 
atmosphere. But the product only 
realty appealed to those wanti ng a 
trip down Memory Lane {and 
probably Penny Lane too). 

The appeal of 5am Fox Strip 
Poker(72% Issue28) isn't exactly 
universal either, and the Martech 
game caused some mixed feelings 
in the CRASH office. The 
endorsement of Sam's body is 
gradually revealed as she sheds 
her clothes in blurry digitised 
pictures. If you play the game just 
for the picture it works out a lot 
easier {and cheaper) to pop round 
the newsagent's and buy The Sun. 
Still, behind the endorsement is a 
very good poker game - and the 
pixelated pin-up is about to strike 
again with the imaginatively- 
named Sam Fox Strip Poker it. 
We 1 !! see whether programming 
advances match advances in what 
a girl can reveal. 

A MIXED BAG 

Arguably it's a book tte-in, but 
Virgin Games 's How To Be A 
Complete Bastard (73% Issue 
45) drew its. ur>. inspiration from 
the eponymous Adrian 
Edmondson's gross-out humour 
in general as well as his Virgin 
book. The player gate-crashes a 
yuppie party and earns points by 
being as obnoxious ana 
malodorous as possible; the 
CRASH reviewers felt right at 
home with it. 

Finally, there've been a few odd 
appearances by celebrities in 
games. Spectrum inventor Sir 
Clive Sinclair was reduced to a 
hapless sprite in Scorpio 
Games world's obscure CS Clive 
(65% Issue 1 7) - the player guides 
Sir Clive through the streets in the 
unsuccessful electric vehicle he 
invented in real life! 

A month earlier in 1985. the hero 
of British Industry had been stuck 
without a C5 in Micromega's A 
Daytn The Ufe(59% Issue 15). 
where the object is to get Sir Clive 
through hazard-filled London to be 
knighted by the Queen, 

And the Queen? There's no tie- 
in we know of (your task Is to keep 
up the victorious, happy and 
glorious levels, shown by an 
indicator at the top of the screen 1 ), 
but Prince Charles did appear as a 
robot in Ocean's Head Over Heels. 
CRASH was quite amused. 



CARTOONS 

DANGERMOUSEgot his 
own game, Dengermouse 
(In Double Trouble} (75% 
Issue 10), from Creative Sparks. 
As in the cartoon series 
Dangermouse is up against his old 
adversary Baron Greenback, who 
has created an android 
Dangermouse to help his plans for 
world domination, Creative 



Sparks managed to achieve 
considerable likeness to the 
cartoon characters, and the wacky 
scenes fit well the atmosphere of 
the original series. Naturally, the 
game's best suited to younger 
players. 

The mouse returned in 
Dangermouse In Making 
Whoopee {56% Issue 32) on the 
Sparklers label together with 
Baron Greenback. Again the 
graphics resemble those of the 
cartoon series, but this time the 
I impgameplay fails to capture any 
of the TV series's atmosphere. 

MAD MAD WORLD 

Not So the first Spy Vs 5fcy{93% 
Issue 1 9J from Beyond. It more 
than lives up to the anarchic antics 
of the crazy spies Black and White 
from MAD magazine, who spend 
their entire cartoon lives laying 
wild plots to do each other down. 

It's set in an office building, 
where the spies compete against 
each other and the clock to 
recover a set of top secret plans 
and escape in an aircraft. The 
game features 'Slmulvision', a 
split-screen technique allowing 
two players to see what each other 
is up to. In visual presentation, 
actions such as the laying of spy- 
traps and the chuckling when one 
spy obliterates the other, Spy Vs 
Spy sticks close to its source and 
is one of the better comic tie-ins. 

It's a pity the same can't be said 
of Its sequel Spy Vs Spy, The 
Island Caper {53% issue 41) by 
Databyte. Here the spies are 
stranded on an Island where they 
search for the parts of a secret 
missile. It was fine on the 
Commodore 64 but was 
converted dreadfully. Bad 
programming and a poor choice of 
colours ruins a game with 
potential. 

POPEYEAND 
ROLAND RAT 

The spinach-swallowing sailor 
Popeye was featured i n a game of 
the same name by Don Priestley 
for DkTronics (90% Issue 20), 
later rereleased by Piranha. The 
screen area looks like a scene from 
the cartoon strip, with large and 
colourful graphics that somehow 
manage to avoid the worst of 
attribute problems. The game 
features elements from the 
cartoon series and is a successful 
tie-in not so much to any story but 
to the characters themselves. 

Roland's Rat Race (66% Issue 
20). programmed by Denton 
Designs for Ocean - one of the 
team's less notable games - is a 
sort of double tie-In. Not only is 
there the egregious cartoon/ 
puppet rodent, but there's also the 
plot, which sends Roland on a 
mission to rescue his friends and 
still have time to reach the TV AM 
studios. 

But Roland's Rat Race was a big 
letdown; colour clashes contuse 
the eye, it lacks game play and 
purpose, and has little connection 
with Roland Rat 

PEOPLE WHO LIVE 
IN ROCK HOUSES 

BC t sQuestForTyms{4n% Issue 



23) was licensed by Software 
Projects from the widely- 
syndicated comic atrip BC. You 
play the part of Thor who has to 
rescue Cute Chick from the 
Hungry Dinosaur. It's a poor 
conversion of a poor 
Commodore 64 game, and 
suitably comic-strip graphics fall 
to recreate the original's slapstick 
humour, 

indeed, moat tie-ins with 
humorous cartoons have been 
disappointing, perhaps because 
the comedy of cartoons is based 
on hapless characters getting into 
disastrous situations rather than a 
player getting them out again! 

Guicksilva had a go with TVs 
The Fitntstones in Yabba Dabba 
Oooi (81 % Issue 26). Playing Fred 
FUntstone, you build yourself a 
snug cave in order to woo Wilms 
and live happily ever after, The 
graphics manage to recreate the 
cartoon's prehistoric atmosphere 
(and helped its high rating), but the 
game's humour suffers in 
comparison with the TV series. 

SCQOBYDOO- 
BEST CARTOON TIE- 
IN? 

After a long wait and several 
scrapped versions. Scooby Doo 
(91 % Issue 33) finally made his 
debut on the Spectrum, released 
by Elite and programmed by 
Gargoyle Games. It's probably the 
beat Speci rum realisation of a 
cartoon character. 

The canine hero makes a daring 
rescue mission into the castle 
where his friends are held captive. 
Nasties inhabit each level and can 
be sent to another dimension 
when Scooby socks it to 'em with 
a punch. The graphics are as good 
as those of the TV series, and so 
it's both a great game and a good 
tie-in. 



Gaul Asterix made his games 
debut thanks (or no thanks) to 
Melbourne House in Asterix And 
The Magic Cauldron (€1 % Issue 
34). The diminutive Asterix and his 
huge but stupid sidekick Obeli* 
are out to recover seven pieces of 
a magic cauldron so that a 
strength-giving elixir can be 
brewed and their village kept safe 
from marauding Romans. The 
graphics are fair representations 
of the cartoon books but the 
program mors forgot to insert a 
game. 

There was quite a long gap 
before someone else tried out a 
cartoon character, and then it was 
US Gold with Road Banner (73% 
issue 43), a tie-in with the arcade 
game and the elderly cinema 
cartoon series. lt T s riot a bad 
representation of either, but colour 
dash on the Spectrum make the 
cartoon-quaiity graphics ugly. And 
there's not much gameplay. 

INTELLIGENT ANI- 
MALS 

Just last month , two more cartoon 
animals hit the Spectrum screen 
from TV and film respectively. 

Though it's aimed at a young 
market, Piranha s Vogi0ear<62% 
Issue 47) is harder than the 
average reviewer could manage; 
you control the furry hero in a 
simple 3-D arcade version of 
Jelly stone park as he searches for 
food and fellow bear Boo Boo. The 
difficulty is the biggest drawback. 

Gremlin Graph ics's Basil The 
Great Mouse Detective (73% 
issue 47), also intended for young 
players, is much easier, with good 

graphics derived from the Walt 
isney movie. 

Tirrtin and Snowy may be next 
on the list of cartoon tie-ins - the 
licence to the daring boy 




Having established a nice comic 
style of graphics In Popeye, Don 
Pnesttey put them to even better 
use for Piran ha i n Trap 0raw-(88% 
Issue 33). The game, starring Slu- 
Tack Berk, sticks faithfully to the 
TV series in graphics and style. 
The sequel, Through The Trap 
Doori70% Issue 47) is every bit as 
playable, but offers nothino 
significantly new and, like Its 
predecessor, can get a bit 
monotonous. 

GOOD GRAFFIX 

The ever popular Roman-kicking 



adventurer of Herge's books and 
his absurdly intelligent white dog 
is now up for grabs, as CRASH 
exclusively reported earlier this 
year. 



COMICS 



FOH YEARS American 
adventure programmer 
Scott Adams had been 
renowned for the quality of his 
games, but as they were written 
with di sk access and far more than 



48K in mind. Spectrum -owners 
had to content themselves with 
reading about them till Adventure 
International began some 
conversions. 

And Adventure International 
was therefore one of the first 
companies to release a tie-in with 
a popular comic-strip hero. The 
Hulk (8/1 0 Issue 8} formed the first 
part of the Guestprobe series 
which would feature various 
Marvel comic-book characters. 
The game doesn't follow any 
particular comic or TV 
programme's script, but stays 
rather with the atmosphere 
created in the comics. 

Controlling Bruce Banner, you 
are to recover some valuable 
gems, but many of the problems 
encountered require assistance 
from your aiter ego The Hulk 
Derek Brewster said it was good 
but became repetitive on 
successive plays. The Hulk's 
greatest strength lies in the large, 
colourful comic-style graphics. 

Spider-Man (B/10 Issue 1 4) was 
the second in the Guestprobe 
series from Adventure 
International, The object is similar 
to that of The Hufk\ collect al l the 
gems and overcome your foes in 
the process. Scott Adams created 
an adventure that didn't need to 
rely on the reflected glory of its 
source, for Spider-Man is 
excellent as a game, it captures 
the attributes of the arachnoid 
hero perfectly, and again the 
superb comic- style graphics 
enhance the textual imagery. 

DiY ZOIDS 

The programmers of Electronic 
Pencil Company made a name for 
themselves with Century 
Hutchinson's The Fourth Protocol 
(see the section on book tie-ins) , 
and Zoids (96% Issue 25) for 
Martech only improved their 
standing. The scenario follows the 
eternal battle between the 
malevolent Red Zoids and the 
heroic Blue Zoids as described in 
brochures and comic strips given 
away with the mechanical self- 
assembly toys. 

It could have been an awful 
licence, but Electronic Pencil 
Company capitalised on the toys" 
do-it-yourself element and the 
strategy/adventure notions of The 
Fourth Protocol accessed through 
icons and windows representing a 
mind- merge with the electronic 
brain of the Zoid you control, 
creating an original game of high 
quality that uses its tie-in source as 
a sensible departure point. 

FROM 
BATTLEZONE TO 
BATMAN 

Mikro-Gen tried its hand at a 
comic-strip (and TV-series) tie-in 
with Battle Of The Planets (71 % 
Issue 26), The cartoon series pits 
five members of G-Force against 
Zoliar and the forces of Spectre. 
The game's scenario based on this 
notion, but bears absolutely no 
resemblance to the TV series, 
looking more like a version of 
Battlezone or Bite. 

An issue later, Ocean released 
Transformers (60%), diving into 
the continuing battle between the 
autobots and the deceptions with 



a I icence that nobly tied up with its 
source series in scenario style and 
some of the animations - but 
provided a poor game. 

But then Ocean promptly made 
up for it by releasing Jon hitman 
and Bernie Drummond's Batman 
(93% Issue 28) with the caped 
crusader making a timely entrance 
in dramatic style. When Boy 
Wonder Robin is kidnapped, it s a 
fine time to discover the Batmobile 
In pieces. You explore the Batcave 
to find and assemble the 
Batmobile ' s parts or Robin is done 
for. 

Batman Is derivative of other 3- 
D isometric games but manages 
to improve on the formula by 
including many special effects. 
The connection with Batman, 
however, lies only In the graphic 
character of the hero , and even so 
there aren't any of Batman's 
traditional foes to overcome. 

20O0AD 

2QQQAD characters ought to be 
ideal for computer games, but they 
haven't fared at all well (yet) - 
Strontium Dog (42% Issue 13) 
from Quicksilva isa confusing and 
tedious example, and Nemesis 
The Warlock (61 % Issue 40), 
released by Martech, though 
blessed with suitable graphics, 
lacks excitement. 

Piranha's Rogue TroopertJ9% 
issue 36). though programmed by 
Design design, hardly helped. The 
game - his unit betrayed and 
systematically wiped out, Rogue 
Trooper embarks on a mission to 
recover the vital evidence needed 
to convict the traitor - is far too 
easy to get through. 

But Piranha did much better 
than Melbourne House did with 
another 20OQAD character. As the 
hero of Judge Dredd (42% Issue 
39), you go through the futuristic 
city capturing - or eliminating - 
unfortunate perps. The graphics 
are well -drawn but spoiled by a 
host of attribute problems, and the 
game itself Is extremely boring - a 
great licence opportunity ruined 
by poor implementation. 

There's another 2000AD licence 
reviewed this issue- Martech' s 
strange Slaine, on page 161 -and 
there was a feature on the comic's 
tie-ins last issue. 



FAILURE OF THE 
UNIVERSE 

US Gold's Masters Of The 
Universe (28% issue 38) must be 
one of the most abysmal tie-ins 
ever. Controlling an ill-defined He- 
Man you enter Castle Greyskull, 
rescue Orko the Wizard and 
overthrow evil Skeleton 
Presentation and gameplay are 
simply appalling. 

And then there's Challenge Of 
The Gobots (37% Issue 43} from 
Reaktbr, yet another dreadful tie- 
in. Controlling Leader- 1 you 
embark on a dangerous mission to 
rescue your friends. Whatever one 
might have imagined the came 
could look like, no-one could have 
been prepared for something 
faintly reminiscent of the ancient 
Commodore 64 hit Sheep In 
Space. Poor content, poor 
programming and steep price 
resulted in an extremely 
disappointing product. 
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Jingie belts, jingle baits, jingle all the way to the postbox - welcome 
to a bumper Christmas Piaying Tip* that's kept me hard at work with 
Lloyds letter-opener (finally relinquished) for late nights pn end. 
CRASH Towers is looking very festive with decorations galore: my 
contribution is a piece of Unset that won't stick? (AH that glitters is 
not adhesive - Uoyd's grandma,) 

And if you're looking for this in a Christmas stocking I'm the 
knobbly bit near the orange . . - 

Anyway, this month the section's full of maps, 
Yoqi Bear, and Mercenary are therein black and white (and a 
tew colours too); there's a three-part POKE tor Agen! X II and other 
routines for ATV Simulator. Batty and How To Be A Complete Bastard, 

And there's a Tai- Pan special with lips, maps and a table of objects 
an d where to find them. 




DROIDFUL DETAILS 



Franceses Young of Greenwich 
has sent in these tips for 
Starlight's Red LE D. specially 
for the little light-emitting diode 
in the top of my Spectrum +2! 
And she promises some more 
next month . . . 

The droid FANG is a bit st Icky an d 
sticks lo slopes, which Js very 
useful for the centre hexagon and 
for the bottom left and lop right 
green ones. However, he 
becomes uncontrollable on acid 
lakes-even if they are ice. It is nol 
very wise to take him to levels with 
acid in them. 

HOVER hovers! He floats on the 
surface, so he is immune to acid. 
He es very usef ui on the bottom left 
and top fight hexagons but he isn't 
as manoeuvrable as FANG and 
BALL. 

BALL isn't us good a droid as 
FANG and HOVER but he can go 
anywhere if he isn\ killed from the 



ac id. He is safe on m ost of the d ry 
landscapes because he doesn't 
take as much damage as the other 
two. He should also be safe on any 
fevel as long as you've found the 
ice switches. 

You shouldn't be afraid of 
quitting your level as long as it 
doesn't harm your route. If can be 
worth going in j ust for a while or lo 
get energy for a weak droio\ when 
you know a weak spot where you 
can sit and defend yourself. You 
must always try and enter the next 
grid level with as much Lime as 
possible. 

The bonus is a critical pad of 
Red LEO.. An exira bonus letter 
is awarded every 1 0,000 paints 
(provided you picked up the last 
one, and only one is given per 
hexagon). If you learn where ihe 
bonus letter appears you can take 
it as soon as it appears and get out 
lor the next one. 



FREDDY 
HARDEST 
(NOT SO 
HARD?) 

That eponymous hero Freddy 
Hardest has charmed dozens of 
tipsters into doing their stuff - 



and delighted cries of "I've 
reached Level Two 1 have been 
floating around the CRASH 
office ever since. 

Daniel Fielding of Plymouth, 
Adam Cundy of Sherbum-ln- 
Elmet, Dominic Kearney of Toot- 
ing, K wo* ura Lee of Neath, Kevin 
Tuck of Bristol, Stephen Pettitt of 
Maidstone. Matthew Safe of Pre- 
stbury, James Alcock and Robin 
Afcock of Northampton, and last 
but not least Marcel Bowen of 
Cleobury Mortimer (within 
delighted -crying distance of 
Ludlow) are all contestants in 
this month's f What's the code? 1 
And the result is unanimous - 
thny all agree that the code 
is . . . 

B97653 




WIZ- DON'T LET IT 
RUNE YOUR LIFE 

Melbourne House's highfy colourful Wiz wasn"! liked much by the 
reviewers in issue 42, but for those of you did go out and buy ft here's 
a short POKE routine for infinite lives and runes, tt's from Martin 
Spraggett of Coventry. 
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As promised, hare's Janet Cev- 
ctet's map of Novagan's fantas- 
tic Mercenary - her tips in full 
wOrg last month 
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Tat-Pan has been a megafavourite 
lately - I've never seen so many 
maps and tips for one game. And 
when the Taj-Pan fl le finally burst 
this special was bom . . . 



Tips: Ian Meadows of 
Hornchurch 

Maps and price lists; Stephen 
Lang and Chris Lang of North- 
ampton (who win £30 worth of 
software as Cartographers Of 
The Month) 



PLAYING TAIPS 



To make money easily , . , go to 
the warehouse and buy a box of 
tea and sell rt back (you'll lose 
money, but don't worry); then go 
the the armoury and buy some 
musket shot and cannon shot; 
then go back to the warehouse 



and buy some more tea . It you sell 
the tea back to the warehouse 
they'll pay up to four times as 
much as rt cost you, and if you 
keep on doing this you will become 
a mighty trader or 'tai-pan' - the 
object of the game. 



TEA 

SYMBOL 




KEY TO PRICE RANGES 



BUYING PRICE RANGE (000s of $) 

25-29 
29-31 

BUYING PRICE RANGE (000s of $) 

64-66 
71-74 
78-60 
85-S7 

BUYING PRICE RANGE (000s of $) 

36-39 
39-42 
42-45 



A 
B 

C 
D 

SILK 

SYMBOL 

A 
B 

C 



Note: the buying price is £2,000 higher than the selling price. 
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PRICE LIST OF GOODS 



CITY 

NAME 

Foshan 

Macao 

Guanghou 

Shenzhen 

Xiamen 

Fuzhou 

Hangzhou 

Shanghai 



BUYING PRICE RANGE (SEE KEY) 

NUMBER 



Suzhou 
Wuxi 

Zhenjiarvg 

Yantai 

Luda 



CI 
02 
C3 
C4 
CS 
C6 
C7 

ca 

C9 

C10 

C11 

C12 

C12 

C14 



TEA 

B 
B 
B 
B 
B 
B 
B 
A 
B 
A 
A 
A 
A 
A 



JADE 

□ 
D 

0 
D 
0 
D 

C 
D 

C 
C 
C 
C 
C 



SILK 

B 
B 
B 
B 

B 
B 
B 

C 
B 
C 

c 
c 
c 
c 



Nagasaki 

Saseto 

KitakyusQ 

Haikoy 

Jilting 

Nantong 

Weihai 

Tianjin 

Oingdao 

Tangshan 

Jinzhou 

Lushun 

Yingkou 

Chajtjdo 

Okinawa 

Tokyo 

Kanazana 

Kwangsu 



C15 

C16 

C17 

CIS 

C19 

C20 

C21 

K1 

K2 

K3 

K4 

J1 

ja 

J3 
J4 
J5 
J6 
J7 



A 
A 

A 
A 
A 
A 
A 
C 
C 
A 
C 
C 
C 

c 
c 
c 
c 
c 





'JOYSTICKS 



ONE THING 

MAKES THEM BETTER THAN 
THE REST.... 




ATTACK OF THE HOWDON HACKERS 



Arraaggghh! Trie Howdon Hackers don't seem to know the meaning 
of fair play - they've given me so many POKE a for new games that 
I'm just spoiled for choice. 

But here are their three Agent X II POKEs, an ATV Simulator routine 
and the long awaited Batty POKE. 



ATV SIMULATOR 



AGENT XII 



» REM UWD0N HACKers W ' 

1 DATA 91 *n™' 201 -96.62 
0DAMS 0 5 °ff.96.. 95 .r 68 



! » SB?.?* 639 

* READA 2 &I023 316 
»'*) DATA 62 i*5c ^EXT F 





3^*^ HACK 

OATAeiisfi^ 99 .'? 
^A^^j^. 176.2,4 



BATTY 



'8? , 



• '90 DATA of i 450 '20l 9R^ 



J 




CHEAT MODE 
MOTEL 

(PLEASE LEAVE SOLOMON'S KEY AT THE DESK) 
(WE PROVIDE EXOLON SERVICE) 



And now, from the magazine 
that brought you classics like 

The CRASH History, On The 
Screen and Et AJ, comes the 
continuing saga of Cheat Mode 
Motel. 

Everyone's home for Christ- 
mas, of course, so there's only 
one resident in the motel A sus- 
picious traveller calling himself 

Mr Dehon Penis has booked in, 
paying with a Solomon's Key 
cheat! 

Go to the define-keys option and 
type in EBORP. You will then near 



a tune, and when you start the 
game you'll have infinite lives. 

That works the same way as the 
Ejtolon cheat Lloyd printed In 
Issue 45 - speaking of which, it 
was wrong! Here's Thistle's 
cheat in full and correct: 

For infinite lives in £xofon.gatotbe 
define-keys option and type 
ZORBA (not ZOBRA). {We did 
have a strange Greek at the 
motel , now that you mention it - 
Manager} 



INFINITE BATTY LIVES 



The Industrious Hackers have fitted in just a bit of hacking while 
working on a revolutionary 100%-hackproof protection system! This 
month they've got a routine to give you infinite lives in Elite's Batty, 



K) REM BATTY POKES 

40 REMCfWsV MN '° AUST,N 
SO CLEAR 34576 
60 RESTORE 

90 POKE 65522.252 
100 FOR F=64512 TO 64513 
110 REAO A: POKE F A Tnfxtc 

130 DATA 237,67,57 189 
110 DATA 195,0,104,0 




HOW TO GET 
COMPLETELY POKED 

Many POKEs have arrived for Virgin Games's How To Be A Compete 
Basrah -here's one routine from Kevin Southern that caught my eye. 



2 
4 
5 

10 

15 
20 
30 
35 



45 
50 
100 
110 
120 
130 
140 
150 
160 
170 
180 
190 
200 
210 
220 
230 
240 
250 
260 
270 
280 
290 
300 
310 
320 



BASTARD 70 BEAC ° MPLETE 

LETT=0: LET W=0 

FOR F=47872 TO 48011 
READ A: POKE F.A 

NEXTF T+A " W:LETW=W * 1 

£'S 8THEN ™ t "^'n 

LOAD " CODE 
RANDOMIZE USR 47872 
DATA221 ,33,122.187,6,6 197 

DATA 221. no.0.221,102 1 7 

DATA 237.1 76.235,54.201 30 
DATA 150,205,0.125,221 35 
DATA 22 1,35,221 35 193 Is 

DATA252.1,0,4.237.176 175 

DATA 1 7,23,255.1,3 o 2 37 
DATA 176,33.83.187.17 100 
DATA 95, 1,50.0.237, 176 

DATA 33, 11 2, 95, 34, 77 255 
™™f^ 25333 ' S ^62 

DATA 50,34,23,135,33 230 

DA £ 177.34,25,135 4W 
0^ 96,195,0,95,196.228 
DATA 16,212,228 24 18 229 
DATA12,30,229,1'4.4'4 2 ^ 9 
DATA 25,80,229 n 
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SUPER 
SUPERSPRINTIHG 

Electric Dreams's car-racing game from Issue 46 has caused quite 
■ commotion in the tips department. Perhaps someone wrote a 
EP^T^"il vef¥body elsft C °P J «1 ^ or perhaps everybody wrote all 
their POKES exactly the samef Anyway, the one that came out of the 
hat first was a routine from The Fat Boys (sounds a bit like my 
brother's mates}. * 



»; 1 

» 2 
►! 5 

>> 10 
rl 

IS 

t 14 

: is 

16 



REM SUPERSPR^Tk^£ 
REM (C) THE FAT BOYS w 
CLEAR 32767 S 87 

PRWTAT10. 3 ,. STARTSUp£RSpR|NT 

LOAD" -CODE 

HEAD A POKE F,A: NEXT F 
DATA 62,201 ,50 206 1 921 qc 

0 1 54.205,64 IhKsII' 
RANDOMIZE USR 65408 



PASS- 
WORD 
SQUAD 

Right, ifs time to surrender all 
those dangerous passwords 
that can get you to higher and 
more dangerous levels of Mas- 
teftronfc's Agent X II {one of the 
most popular games for tipping 
at the momentj The offending 




parties are Mat Crawley of Shef- 
field, James Alcock and Robin 
Alcock of Northampton {you've 
been in this column once 
already!), Marc Johnson of Heme 
Bay and David Rayment of North 
Hykeham. 

Type in the two passwords 
exactly as printedi 

STAGE ONE; no password 
needed 

STAGE TWO: HERE COME OU 

FLAT TOP. 
STAGE THREE: THERE'S NO 
ESCAPING IT 




DESPERATELY 
SEEKING 
DRILLER MAPS 

In every Issue from now on, there'll be a special prize (EJO worth of 
software] for the best POKE/tip/map for a particular game. This 
month the competition's for the best map of the moon Mitral in 
Incentive Software's masterpiece Driller (97% in Issue 47'), 

You don't have to send in the actual cardboard mapping model 
that s free with the game - just make a plan of the mapping model 
laid flat. 

Entries to DRILLER MAP COMP a» the usual Playing Tips address 
please, by January 15, There'll be a law little Driller souvenirs for the 
winner as well as C30 worth of software, and his map will be in Issue 
50. published in late February - so if you haven't managed to map 
the moon, hang on to that model! 

All good things must come to an end, I suppose, and Playing Tips 
are no exception. The tinsel still won't stick, so I'm giving up on it 
and gomg home (but once begun, half done - Lloyd s grandma! 
Once the novelty of all those stocking-fillers has worn off, get hack- 
ing, cheating, drilling and mapping , . . 

And don't forget to enclose an SAE rf you want a reply to a letter 
or a map returned. Them upstairs don't Jike paying too much post- 




(Merry Christmas and a happy New Year!) 




by Rosetta McLeod 



Homework for the holidays - reviews of 
Spectrum educational software covering 
chemistry, German, information processing 
and physics, plus learning by bitter 
experience in a stock-exchange simulation. 

The next CRASH Course will be in Issue 50, 
on sale February 25. 



VISIONS 
OF 

REVISION 



THERE SEEMS to be a growing 
interest in serious revision 
software The Vision Software 
packages reviewed in Issue 39 are 
attracting plenty of interest, 
according to lire distributors, 
Disney. So far, the following 
subjects have been covered by 
Vision; biology, chemistry, 
physics, computer science, 
French, German, geography, 
history and information 
processing. These broad subject 
areas are divided into units which 
retail at different prices, Prices for 
the units reviewed this month are 
given below, but a full catalogue 
and order form can be obtained 
from Disney Ltd, 6 Ptlkington 
Avenue, Sutton Cotdfield r We$t 
Midlands 8721 LA, 

Each of the 29 units uses a 
single program with the screen 
and user interaction being driven 
via individual data sets developed 
for each unit and subject. The 
software is in tended lobe used as 
a flexible resource - for example, 
as a library facility lor students to 
work on modules of their own 
choice, or as an activity for small 
groups under the guidance of a 
teacher. 

Many different presentation 
techniques have been used in 
each unit to provide variety and to 
enable a very wide range of 
materia! lo be displayed, 
explained and answered, with 
dftterent levels of difficulty 

A particularly useful feature is 
that each question set Is given an 
A to C grading in the user guide (A 
is the most difficult) Each subject 
is covered in some depth and all 
the units are suitable for students 
taking CSE.. GCE, 16 t and GCSE 
courses, as well as providing a 
revision aid for study after leaving 
school. 

The Vision Software programs 
don't use graphics, nor do they 
make much use ot colour, but they 
are very good as serious study 
aids to be used as reinforcement 
I for specific coursework. 



Unit One — Nature Of Matte* 



Producer Vision Software 
Retail price: £11.40 

Vision has four packages covering 
the chemistry syllabus, The first 
one, entitled Nature Ot Matter. 
starts off by quizzing the user on 
his knowledge ot apparatus. A 
definition appears on the screen - 
for example, 'needed tor some 
purity tests' - and two clues are 
provided if wrong answers are 
given, This section also includes 
tests on separation techniques. 

The course then proceeds to 
deal with atomic structure, 
particles, the periodic table and 
electronic configuration, acids 



r 

s. salt preparation and 
tion, pH values and ion 



and bases, salt preparation and 
identification, pH values and ion 
tests, and reactions. There is also 
a guide to accompany the 
package with tables of chemical 
data. 

The other three packages in the 
chemistry series cover energy and 
reaction equilibria; nonmeials, air, 
and water; and metals and carbon. 

Though Vision markets these 
packages as being for the 1 1 -fo- 
1 6 age range, the science units are 
more suitable for older pupils 
taking GCSE and 16 f courses - 
there are only a few topics In the 
chemistry units with the easy C 
grading. 



Uftff Two - Software And Business 
Systems 



Producer: Vision Software 
Retail priee:C10.95 

Following on from Unit One. 
Hardware And Tectmtques, this 
package aims to introduce the 
student to the topics of text- 
management business-support 



systems and data/information 
systems, including word 
processing. Complete with 
quizzes, the package also deals 
with issues such as security of 
information, privacy and I he social 
implications of exploiting this 
technology. 



Unit Two — Accommodation And Meeting 
Peopie 



Producer: Vision Software 
Retail price: £10.95 

If you've got through Unit One of 



Vision Software's German course, 
you're ready to tackle the two 
themes of Unit Two: meeting 
people and arranging 



Unit Four - 
Social 

(Industry And 
Transport) 

Producer: Vision Software 
Retail price: C 10.95 



Vision Software's history 
programs cover five topics The 
American West. Medtctne (The 
Early Years), Medicine (Recent 
Developments) \ Social (Work, 
Trade And Society) and I his one. 
Social (Industry And Transport). As 
with all the history packages, this 
includes two tapes. 

The first deals with the Industrial 
Revolution and transport before 
1850 The Industrial Revolution 
covers topics ranging from textiles 
and potteries to the production of 
iron and coal and inventors and 
inventions. 

Transport before 1 850 is 
covered by question sets on road, 
rail, canal and steamships, and the 
second tape deals with industnal 
development and transport since 
1650. 

Multiple-choice questions are 
used in the sections on road 
transport and communications m 
general, and there's a quiz On the 
British press. 

This package should be used 
only for short penods at a time, 
because there's lots of information 
to absorb. 



accomodation, It offers games 
based on a town plan found in the 
user's guide. 

The section calked Meeting 
People deals with conversational 
phrases and general information, 
and introduces the user to a letter 
in German. It then goes on lo deal 
with writing letters to book 
accomodation in campsites, 
hotels and youth hosiels. The 
final section provides useful 
practice on German verbs, 
covering various tenses as welt as 
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impersonal and separable verbs. 
The package contains a keyboard 
strip for producing the characters 
in the German alphabet not found 
en the English keyboard. 
This is a comprehensive and 



interesting suite of programs 
which would be a useful revision 
aid for examination purposes, as 
well as helping the holiday-maker 
brush up on his long-forgotten 
school German! 



r 



PHYSICS 




Unit One - Forces And Motion 



Producer: Vision Software 
Retail price: C 10.95 

The first of four physics units from 
Vision Software, this package 
covers pressure and density, 
forces, motion and the motor car. 
As with ail the company's 
educational packages, a variety of 
questioning techniques is used - 
when studying density, for 
example, the user is asked to 
indicate with a yes/no response 
whether he agrees with a number 
of statements such as The volume 
of a sample of material equals its 
density divided by its mass' 

When the correct response 
t'no") is given, Ihe computer 
explains that volume equals mass 
divided by density. But if a 
question is answered wrongly, 
four possible answers are put on 
the screen, and the student tries to 
choose the correct one. 



The section on pressure and 
density ends with a test on 
Hooke s Law, mass and weight, 
and the differences between them . 
In forces, the most difficult 
question set is on the principles of 
moments, whilethe easiest option 
covers Archimedes' principle 

The final unit is on the motor car. 
and divides its subiect into Ihe 
engine, the electrical system, the 
fuel system, the fransmi&sion 
system and auxiliary systems. 

The accompanying booklet has 
tables and figures for specific 
topics, as well as a list of 
abbreviations. 

Vision Software's three other 
units on physics cover energy and 
matter, sound and optics, and 
electricity and electronics, and 
together the four packages 
provide a comprehensive revision 
course. 



► Examining force and motion in Vision Software's Pttystcs 



Producer System Software 
12 Coflegwte Crescent, Sheffield 
S1Q2BA 

Retail price: £9,14 

Age range: 4 years to secondary 

remedial 

Wrtte On is designed to develop 
skills of basic literacy by 
encouraging children to write. For 
very young children who are just 
beginning to learn to distinguish 
words, the program also assists in 
the development of a sight 
vocabulary 

As soon as Write On is loaded, 
the first of nine pages is displayed. 
This page contains 1 7 common 
words, together with some letters 
and the functions available, and 



it s the home page to which the 
program returns after completing 
most operations. 

AH of Write On is controlled by 
just two keys, from which the child 
can select those words he requires 
to form sentences which are 
displayed on the screen. By 
moving the cursor to the chosen 
box. the child can access a range 
of words grouped in alphabetical 
order, and if the word he wants 
isn 1 there it can easily be added i o 
the word set. 

This personal word set is a 
particularly useful feature, as up to 
240 different words can be b u i 1 1 up 
and saved to tape: thus the 
learning can be focused on the 
child's own interests and needs. 
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II 



>■ StocKfttarkel from CCS: lose pounds without pain 




Producer; Cases Computer 

Simulations. 14 Langton Way. 

London SE3 7TL 

Retail price; £5,95 

Age range: older students/adults 

It may seem like a computer nasty 
in the aftermath of the other great 
CRASH, but this program (from 
CCS. well- known for its strategy 
wargames as well as for 
educational software) should have 
a wide appeal in the age ol 
privatisation and small investors. 

The aim of trie game is to 
maximise the value of your 
investments by buying and selling 
shares m up to six companies. 
There are three levels of difficulty; 
you can borrow money to the value 
of your assets in the easier two 
Options, but if you are supremely 
confident you borrow on ly hall the 
amount 

The computer can provide you 
with basic facts about a company, 
such as its share prices and 



The accompanying booklet 
advises that if the program is being 
used with a very young child you 
should start off with a blank word 
set, and enter the words 
suggested by the child. Older 
pupils can have their attention 
drawn to capital letters and simple 
punctuation. 

Up to a screen of double- space 
text can be wntten at a time, and it 
can then be saved or printed. 

Written by an educational 
psychologist specialising sn the 
development of reading skills, 
Write On is an extremely useful 
resource which allows for flexible 
use according to the needs of the 
child. With encouragement from 
an adult, children can develop 
their literacy skills, freed from the 
frustration which often results 



stability record. And other 
information is designed to make 
you feel littery - for example, a 
general election might be called. 

Ai the end of five days', a 
statement is presented. Brokers" 
fees and capital gains tax have to 
come out of your earnings. The 
computer also gives you a rating 
based on your performance, and 
willcomment on the tactics you've 
employed! 

But if you do badly, remember 
it's only a game and you won t 
have to sell the Porsche, 



Keyboard play: very responsive 
to the single-key commands 
Graphics: four information 
graphs, limited colour 
General rating: an interesting 
insight into the volatile dealings of 
the stock market 



trom poorly developed 
coordination or poor handwntmg. 

Games paddles and joysticks 
can also be used with Write On. 
making it suitable for the 
physically handicapped too 



Keyboard play: good, Option 
using games paddles and 

joysticks. 

Graphics: no graphics, and 
limited use of colour 
General rating: though Wnte On 
lakes a little getting used to. the 
effort is worthwhile. Highly 
recommended as a flexible aid to 
developing literacy skills 



> 



► Write On from System Software: a flexible aid to literacy 






Producer: CRL 
Retail price: £8.95 
Authors: St Brides 

I most a century ago, Jack 
The Flipper roamed the dark 
of London's East 
End for four terror-filled months in 
1966. At least seven murders of 
prostitutes have been attributed to 
the killer (or killers) unknown, and 
ihs gas lamps didn't make anyone 
feel any safer; Jack might be afoot 
that night, and British razors have 
always been of good quality. 

CRL and the 'lady' 
programmers of St Brides, known 
for their Victorian attire, have 
chosen to 'commemorate' these 
events with the first computer 
game to receive an 18 certificate 
from the British Board Of Film 



Classification, It follows in the 
horror tradition of the same 
software house's Dracufa and 
Commodore 64 Frankenstein, 
both given 15 certificates 
(St BrideVs previous credits 
include the rather milder 1965 
adventure Jne Snow Queen.) 

This scrolling script of Victorian 
terror was written using Gilsoft's 
Professional Adventure Writer 
system, and the mock-1 9th- 
century text is complemented by 
graphics screens showing the 
more unpleasant aspects of the 
human anatomy when a cutting 
edge bites deep. 

Circumstance leads you to 
become prime suspect in the 
police's hunt for London's most 
wanted man. On waking the next 
morning you discover that your 



M What a gruesome subject - I'm not a wlmpo, but I can see why 
it's got an 1 S certificate. The graphics aren't really that scary, but 
the text creates a terrifying atmosphere. Practically, it*s annoying 
to Nave to go alt the way through the long, time-consuming 
opening sequence each time you play. Sut once you get into the 
meat of the game you have to be really clever, trying to fool 
everyone as to who you are. Jack The Ripper is repetitive, but 
there's plenty of atmosphere and it's interesting enough to 
appeal to nonspecialists. m 



house is watched by the police. To 
prove your innocence you must 
escape from the confines of your 
small abode and follow the 
pathway of clues that can prove 
your innocence. 



carry, while LOOK brings up a 
description of your surroundings. 

But whatever instructions you 
might use, don't forget that time is 
precious. The London bobbies are 
out to gat you. 



JbymL 



" Unlike so many adventures, Jack The Ripper has a wida variety 
of options , locations and vocabulary available from the start. The 
language used is clear enough without the very flashy graphics, 
and it's extremely easy to follow what's going on. " 

72% 




J ROBIN L 



" Jack The Ripper Is a reasonable introduction to the world of 
adventuring, But there's in fact very little to do; your course of 
action is clearly mapped from beginning to end. True, there's 
some atmosphere when something nasty happens, but ft wears 
off rather quickly. Perhaps the best point is the extensive 
vocabulary, which allows the novice adventurer to communicate 
with the computer with hardly any trouble. " 



The window seems the only 
means of escape, but climbing out 
of a window when there are police 
close by might make you look a 
little suspicious . . . perhaps 
some kind of disguise could be the 
answer. 

Commands can be given in full- 
sentence form, or using 
conventional abbreviations such 
as W instead of GO WEST 
adverbs allows you to accomplish 
tasks slowly or carefully. 
Commands can be given to other 
characters with the SAY TO 
instruction. The INVENTORY 
command lists everything that you 



I COMMENTS I , 

Graphics: small gory pictures 
Sound: there's an ocarina to 
play in the first room 
General rating; an 
unsophisticated adventure 
with lots of witty writing and a 
much-discussed bloodiness 





Presentation 


73% 


Graphics 


47% 


Payability 


67% 


Addictive qualities 


72% 


, OVERALL 


72% 



■EOTEWllNiG ADVENIUJBB 



This issue is Lterck Brewster's last as Adventure Trail columnist - the 
programmer/writer is leaving CRASH to set up a software house and 
won't have time to breathe, let alone LOOK AROUND. 

Starting next issue, adventure enthusiasts from the regular CRASH 
reviewing team will be covering each month's major releases in 
Adventure Trail - and the tips and letters sections, Signstumps and 
Signpost w 'll continue too, (The addresses remain unchanged.) So will 
Super heroes, annou ring the fir»t people to complete new adventures. 

But CRL's Jack The Ripperh, we decided, a special case* Itsnotoriety 
and 1 S certificate are bound to attract many nonadventurers, so it's 
treated here as an ordinary game. 
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PAWPIE 

Dear Derek 

Having read your favourable 
review of GHsoft's PAW, I must 
ay that I agree wholeheartedly 
with your comments. I have 
discovered several tips which I 
feel will be of interest to your 
readers. The first two invoke the 
implementation of two 
sophisticated commands used in 
the best adventures - AGAIN 
(repeat last command), and 
□OPS (back one move). 

OOPS 

This b hinted at m the manual, 
Here is how lo actually achieve 
it. Insert OOPS as a synonym of 
RAM LOAD (verb 29) and delete 
RAM SAVE. Then insert the 
fol lowing entries into the process 
I able: 

* * 0 E2 33 29 Is verb 
RAM LOAD/OOPS 
RAM LOAD 255 (see 1 below) 
Restore posn 

DESC Redescribe (new) locn 

**1 RAMSAVE Save posn 
Notes 

1 To limit the power of OOPS 
with regard to certain 
commands, you may wish to 
keep t eridin flags, li for 
example flag 30, the score. Is 
lo be preserved replace 
RAMLOAD 255 with COPY FF 
30 255 RAMLOAD 254 COPY 
FF 255 30. You may also wish 
to reduce the score using 
MINUS 30 x. 

2 It may alternatively be 
desirable lo completely 
disable OOPS at certain limes 
by setting a flag, say 1 00, and 
inserting in entry * + 0, as: 

E2 100 0 conduct at the start 

AGAIN 

Insert AGAIN (and desired 
synonyms) as a new verb 
number x. Use some storage 
flags (for convenience I have 
used 100 + number of flag 
whose value is to be stored). 
Then insert the following 
entries in the response table 
(which will come after the 
OOPS entries); 
2 E2 33 * 

COPYFF 133 33 33 m VERB 
COPYFF 134 34 

34 - NOUN1 

COPYFF 135 3 S 

35 = ADJECTIVE1 
COPYFF 136 3* 
Restore 36 = ADVERB 
COPYFF 143 43 
Command 43 = 

PREPOSITION 
COPYFF 144 44 

tie L5)44 = NOUN 2 
COPYFF 145 45 

45 = ADJECTIVE 2 

3 COPYFF 33 133 
COPYFF 34 134 
COPYFF 35 135 
COPYFF 36136 

Save Command (ie LS) 
COPYFF 43 143 





COPYFF 44 144 
COPYFF 45 145 

NB The OOPS and AGAIN 
commands MUST be at the start 
of the table before the normal 
entries. This is why I have used 
the * * E2 33 ? technique rather 
than inserting straightforward 
OOPS - and AGAIN - entries. 

Finally, a couple of brief lips I 
found helpful. 

Sometimes it's desirable lo see 
if an object can be nicked up 
without actually trying to do it 
using AUTOC . The following 
routine does mis and is best used 
as a new process table. It assumes 
the object in question is the 
current LS noun (adjective), so if 
this is not true flags 34 and 35 will 
need to be set lo the appropriate 
values. It SETS flag 200 if picking 
up is possible and CLEARS it, 
otherwise flags 1 9& and 1 99 are 
also used. 

* * 0 CLEAR 200 set 200 to zero 

WHATO set the object flags 
SAME 54 38 Is the object here? 
COPYFF 37 199 Can the 

SUB T 199 player hold 

CT 1 9S 0 one more object f 
WEIGHT 199 

Can the player cope 

ADD 55 199 

with the extra weight? 
COPYFF 52 198 
PLUS I9S 1 
SUA 199 198 
GT 198 0 

SET 200 successful, so 

set flag 200 to 255 

+ *1DONE 

return to calling table 

I also found it useful to create a 
special 'rubbish bin' location in 
say, loc'n d This is due to the 
inability of the program to 
differentiate between objects 
which have not been created, 
and objects which have been 
created but then a room 1 we find 
object 1 , the pie, and that (he pie, 
if carried, may be eaten . Then we 
use the following; 

EAT PJE CARRIED 1 carrying pie 
MESS AG E ' It's tasty' message 
PLACE Id put it away 

DONE finished 
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Now the obvious thing to do 
would have been lo DESTROY 1 . 
Bui then the following entry for 
SEARCH ROOM would have 
allowed us lo discover yet 
j not her pie, after eating the first. 
However, since the pie is now in 
loc'n d, the routine will NOT 
allow another pie lo be found. 

SEARCH ROOM 0 ATI 

in room 1 

ISAT 1 252 pie not yet found 
MESSAGE 'Found' message 
CREATE 1 create pie 

DONE 

SEARCH ROOM 1 MESSAGE 
'Nothing special' Else - - . 
DONE 

Of course this could all be done 
wit h flags, but you only need one 
'rubbish bin' lo work for ALL 
such objects, and a bo you could 
make visiting the 'rubbish bin' 
part of the game (cf pirate's 
treasure cnests in games such as 
Classic Adventure and Lords Of 
Time). 

Paul Fukher, Norfolk 

THE 

TYPESETTERS' 
REVENGE? 

Dear Derek 

Paul Stephenson does it again! 
After bis amazing lord* QfMid- 
n/grrt POK E, 1 1 bought it would be 
impossible for htm to better this, 
hut in CRASH Issue 45 he even 
produced a Doomdark 's Revenge 
POKE. 

But r as usual, with the good 
news comes the bad, and the bad 
news is that ! he typesetters have 
done it again. Yes, the Lords Of 
Midnight POKE didn't work, and 
though I fixed it myself, the 
proper correction didn't appear 
till over a year Eater. Then, when 



the Doomdark % Keveitge POKE 
appeared, I typed it in hastily and, 
to my dismay, it didn't work. 

Then, in an effort to correct the 
error myself, I found the 
checksum to be 1 U4 2 h, 1 more 
than it was supposed to be> 

Now, if the program had been 
in decimal, I would have sub- 
tracted 1 from each of the num- 
bers and found the answer by a 
process of trial and error, but the 
program was in Hex, and not 
being skilled in this, I couldn't 
find a correction to the error. 

Normally, I would have waited 
for the correction, but after Ihe 
enormous wait for a correction 
for Ihe Lords Of Midnight POKE, 
I felt I needed to write to make 
sure of a correction. 

Brian Neil son, Lanarkshire 

(PART II) 

Dear Sir 

I wailed in anticipation for 
Doomd&rk s Revenge POKE? and 
you duly obliged in Issue 45j but 
as usual the POKE is littered with 
mistakes. 

1 Line SO- The computer will 
not accept PRINT $0 

2 There are two lines numbered 
bftZ 

3 You refer to line 691 (end 
marker) but there is no such 
line shown 

4 Three of us have triple- 
checked the data block but we 
still get 'ERROR IN THE 1ST 
DATA BLOCK' 

G A Adams, Scarborough 

AND HERE'S 
PAUL TO PUT 
US BACK ON 
THE RIGHT 

LINES . . . 

Dear Derek 

Thanks for printing my Doom- 
dark's Revenge letter in Issue 45. 
However, those dreadful typeset- 
ting bugs must have been hard al 
work as there were six mistakes 
in the letter. The first and most 
important was in the data in line 
50B: an E was printed instead of 
an E. The line should have read 
508 DATA B03EO327 
0B0CD6980C9 

Without this correction, on run- 




ning the program a checksum 
error will be thrown up, and if 
you ignore this the program will 
crash fust after loading the 
screen. 

The others were only small 
mistakes. 

On line 50 there should have 
been a hash (#) instead of the 
dollar sign after the PRINT 
keyword. 

There were two lines num- 
bered 682* of course the second 
line should have been numbered 
683. 

There was a mix-up with line 
numbers in the second paragraph 
or my letter. It should nave read: 
' Leave out any lines between 600 
and 683 you do not want, but you 
must include the end marker (line 
690)/ 

Paul Stephenson, Leeds 

UTILITARIAN 

Dear Dereb 

Of all the adventure utilities - 
GAC, PAW, The Quilt etc - which 
do you recommend 7 1 am hoping 
to write an adventure which I can 
put on the market. Is it better to 
Be a freelancer for an already 
est abl ished software house (if so, 
which one?), or start your own 
homegrown software company? 

Ian Miller, London 

Firstly, utilities - and I don't think 
it is revealing a secret to say that 
t think Gikoft f s PAW (Profes- 
sional Adventure Writer; is the 
best utility available at the 
moment, its nearest commerciai 
rival is GAC {Graphic Adventure 
C rent hut games born o/GAC 
tend to be a hit samey whereas 
PAW is more flexible and has 
superb vocabulary-handling 
routines. 

You are quite right in the other 
part of your letter to observe the 
lack or utilities in the tikes of 
WH Smith - the large high-street 
stores need look no further than 
their sates figures to see that 
utilities are a minority market (as 
are programming aids generally). 
So I would direct you to your 
heal specialist computer store. 

ft you have no luck there, write 
direct to Gihoft for the Profes- 
sion^ Adventure Writer and to 
Incentive for the Graphic Adven- 
ture Creator- The Giisoft address 
is 2 Park Crescent, Barry, South 
Glamorgan - telephone 
(0446) 7J27&5 - and Incentive is 
at 2 Minerva Mouse, Calleva Park, 
Aldermaslon, Berkshire RG7 
4QW (tetephone(07356} 77288). 

As for writing adventures on a 
commercial basis, its important 
to ask whether the adventure you 
might create will be commercial 
- m other words, whether it will 
be sufficiently entertaining or dif- 
ferent to warrant someone pur- 
chasing itt My advice is to find 
some people of similar abilities in 
your focal area, 

A computer shop or the heal 



press might direct you towards a 
computer club where you can 
mix with people of widely differ- 
ing abilities and you can team and 
have fun whether your attempts 
are up to commercial standards 
or not. The vast majority of pro- 
fessionals began as enthusiasts 
who happened upon some com- 
merciaf ideas. 

If you do find yourself becom- 
ing successful you might form a 
design team which supplies soft- 
ware houseSf because m all hon- 
esty the computer-games market 
is now big business and it would 
take an awful ht of money to set 
up your own software house, 
producing your own cassette 
covers, duplicating your own 
tapes, advertising etc. 

DB 

GAC COLOUR 

Dear Derek 

When I first had GAC I couldn't 
add colour to pictures without 
clash - but all you have to do is 
pick a paper colour from 1 to 7 
out leave the ink colour on black. 
Then press the A key to fill the 
paper with the current colour. 
Mow you can draw and shade just 
as with a black-and-white pic- 
ture. 

N D Fisher, Birmingham 

WAKEY WAKEY 

Dear Derek 

I have found a way of dealing 
with the input facility in Master- 
t tonic's ZZZZ. To stop the com- 
puter hutting m when you're try- 
ing to type simply connect an 
interface before loading the 
game up I know it wonxs with a 
Kempston interface* 

And to delete a character with - 
out interfering with the icons sim- 
ply press key 1 and voila. 

Neil Slain, Cheshire 

GREASED ZIP 

Dear Derek 

In response to Bernard Parkin- 
son's plea for help in CRASH 
issue 44 concerning Ben Han- 
son's '/ippy routine', I have writ- 
ten an improved and working 
version of Ben's program, Just 
load the adventure of your choice 
and then the search program. If 
the adventure is not Quilled 
remove line 90. Then type RUN, 

10 FORI = 23296 TO 23334 
20 READ A 
30 POKE LA 
40 NEXT I 

50 DATA 205,107,1 3,62,2,205,1,22,1,168,97 
60 DATA 33,0,0,23766,229,1 97,63,1 0,0 
70 DATA 254,31 ,56,5,254,1 27,48,1 ,21 5,1 93 
SO DATA 225,3,43,1 24,101,32,234,201 
90 POKE 23316,47; REM THIS LINE FOR 

QUILLED GAMES ONLY 
100 RANDOMIZE USR 232% 

Joseph Lynass, Belfast 



THE BOGGIT 

|OEL QUINN of London wants 
to know how to destroy the 
troNs. 

When you encounter the 
troths wait till they have 
finished discussing you ami 
then say Lux, This should turn 
them to putty. (JOHN 
WILSON). 

SPY TREK 

'Could you please find it in 
your heart to help a lady. No? 
Well, how about helping the 
other five! Ves, we totafsix 
humans, or thereabouts, and 
we are totally stuck on Spy 
Trek (Americana). Nobody, 
but NOBODY, has heard of 
this game except us. We have 
reached the Eiffel Tower and 
know that the tramp (old man ) 
has to he there, but he is 
proving elusive. After trying 
everything we can think of 
over six months we still can't 
get off this screen' writes L 
MORRIS Of Hampshire. 

At the airport examine 
tramp and read sign to learn 
how much you should give 
him. Proffer a pound coin 
seven times then get key. At 
the tower listen guide and 
unhekgate with the key from 
the tramp. Then, where else 
but upt! (JOHN WILSON) 

WINTER WONDERLAND 

LEON IE BURTON of London 
is having a bit of a winter of 
discontent inside while 
summer blazes without. 'The 
problem is I need the master 
key to enter the rooms that are 
locked. The maste r key is in the 
foyer on a hook on a chain. I've 
tried every way to get the key 
but aN that comes up is 'you 
pull the chain but it won't 
oudge'. 

Gel vacuum cleaner. Go to 
the middle of the corridor and 
give the vacuum to the daily 
cleaner. She is most pleased as 
she had forgotten where she 
had left it and gives you some 
soap in return. Go to the foyer 
and press key into soap. Make 
your way to the locksmith. 
(STEVEN HOUSE) 

GREMLINS 

CRA1C YOUNG is stuck with 
those pesky Gremlins, 

Drill a hole in the metal plate 
over the vent Cut the plastic 
pipe with the hacksaw and join 
the pipe from the gas bottle to 
the plastic pipe. Insert pipe 
into hole ami open valve. Light 
torch and get out Move E and 
W for a few moves and the 
store should mow up. follow 
Stripe and Stripe falls into the 
empty swimming pool and is 
stunned. (D MOORE) 
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TERRORS OF TR AN TOSS 

BRIAN BEN NET wonders how 
he can get across the turbulent 
river. 

From the plateau, dam the 
river with PUSH BOULDERS, 
(JOHN WILSON) 



LORD OF THE RINGS 

I think Melbourne House's The 

Lord of the Rings is the besl 

computer game ever, ' says 

CHRISTOPHER TREARTHA. 

'However, I am finding the going 

tough, 

1 found some gems in Old Man 
Wi»ow t Can you tell me how 
to get them out? 

2 How do you cross the Bran- 
dy wine using the ferry T' 



1 Go NE to Tom Bnmbadil's 
house. SAY TO TOM 'FOL- 
LOW ME', SW, BECOME 
MERRY r GETfEWELS, 
BECOME FRODO, SAY TO 
TOM 'HELP*, NE. The jewel* 
kilt the riders by saying KILL 
RIDER. * 
2 Follow Farmer Maggot's 
advice and use the ferry. Share 
burden by allowing the hobbits 
to take turns at turning the 
handle. 

(Tips from DES DAVIES) 

In Pari Two STEPHEN BOND is 
lost in the mines of Maria. 

From inside the doorway go 
U,E,E, E,D, D, W, D,S,D. You 
should now be in a corridor with 
a stone door. Smash the door and 
go f and up. (DES DAVIES) 

BEN VOICE inquires; ' Please give 
me the solution after you reach 
Merry's house/ 

At the grassy plain wait for 
Merry to arrive. This may take 
some time if you are only Frodo, 
so play two characters and move 
Merry yourself. As Merry collect 
the meal in his house and head W, 
N, to the Highway. Go W along 
the highway to Michel Defving 
and collect candle and read book. 
Now go back along the highway 
( E twke) and N to reach the Oval 
lake. Swim in lake. (DES OA VIES) 

Came One, Part One, and PAUL 
TREGIDCO (this month's 
CRASH Challenger} can'i get past 
the last bridge. He thinks he 
needs the elfstones to do this but 
doesn't know where to get them, 

Elfstones: swim in the Oval 
Lake and a strange person will 
appear and throw 2 elfstones at 
you. (DES DAVIES) 

LORDS OF TIME 
G MacFadyen has some ques- 
tions on this Level 9 classic. ' In 
Zone 3, ' he asks, 'what do you do 
with the struggling cave woman 
dragged by her hair?' 
Give club to cavewoman, 
'In Zone 5 r what do you give 
the dragon? ' 
Give food to dragon. 
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THE BIG SLEAZE 
'How do J get the sliding door 
open? The HELP only gives you 
open **** with *+**. I reckon 
the last word is CROWBAR', 
muses RICH HILLS. 

Open grille with crowbar. 

The following answers to 
C M DOBBS's questions may 
appear enigmatic but I think 
you'll get the gist of what the 
questions were . . . 

Wait for Ben at the apartment 
and examine sofa. No-one men- 
tions the medicine cabinet! Slid- 
ing doors and secretary are red 
herrings. (8 R BENNET) 

SHADOWS OF MORDOR 4 \ 
have managed to get down the 
cliff only to be tost in I he maze, 
and the branch I used as light 
keeps blowing out, How do I get 
Smeagol to hdp?' asks Charles 
Arnold. 

Climb down the rope and 
you'll be in the swamp. Go E then 
S then SE, Tel! Sam to give all to 
Frodo, then tell Sam to drop one 
of the fogs. Go W,N,NW then 
SW. Tell Sam to drop the log, then 
do the same for the other 3 logs. 
Tie the rope to the logs ami make 
a raft, (PAUL GODWIN) 

MICHAEL PACEY can't get 
anywhere in Ihe Dead 
Marshes. He's noticed thai in 
the book Smeagol Feads the 
hobbits through, hut in the 
game Michael can'i get the 
slimy beast to do anything. In 
Ihe back of the instruction 
leaflet it mentions a 'promise' 
command but Michael can't 
find any way of using it. 

Smeagol and yourself get off 
the raft into the Dead Marshes. 
Go E, then SE. If there is a black 
rider there fust wait and it will 
go away r Smeagol will suggest 
you go £ Go E and you wilt be 
in a small valley with a muddy 
stream. GoSE,S, W, % 5, 5. 
(PAUL GODWIN) 

As for the 'promise' 
command, when the tied-up 
Smeagol asks for the rope to be 
taken off say 'no' and he will 

1987 



orTer to take you to Mordor. 
Say to Smeagol promise'* 
Watt till he promises and then 
untie hfc rope. (NEIL 
HARRISON) 

COLIN STEWART from Mid 
Glamorgan is having a spol of 
bother navigating on the raft. 

Get on the raft and push it S 
with the branch. Once you 
reach the other side say to Sam 
'get off' and push the raft N 
with the branch. Say to 
Smeagol get on ' and push it S 
(the raft can only carry two - 
otherwise it sinks). Then follow 
the instructions Smeagol gives 
you, (NEIL HARRISON! 

'In Issue 44 you said thai you 
dragged and dropped the logs 
and then made a raft with the 
rope. Where did you drag them 
to? I've gone everywhere and all 
I get is Sam and his description. 
Also, when you use the word 
'push ' it says you cannot roll the 
raft, who wants to roll it?' writes 
NEIL MANSON. 

Drag the logs to the swamps 
edge. Drop everything but the 
ring f drag the logs in turn. Go 
back for your possessions, tie the 
togs. The raft will not hold 
everyone at once. (P f FAIR- 
WEATHER) Make sure you have 
the rope. TAKE ALL and MAKE 
RAFT. (NEIL HARRISON) 

'I'm sure Gollum could be helpful 
but every time I speak to him he 
runs away screaming' [{ike Nick 
Roberts in fbc Challenge - Man 
Ed)~ PAUL TREGIDCO 

Try to kill Smeagol and make 
him promise to behave. (PAUL 
GODWIN) 

THE HELM 

NEIL MANSON asks 'wfcat do 
you use for a blowpipe?' 

TA KE DA RTand INSER TDAR T 
into hollow reed to form blow- 
pipe. 

VALKYRIE t? 
CRAIG YOUNG is in the 
sewers with the rats and 
wishes they were all like 
Roland. 

Co to the butchers and take 
a teg of Iamb. When the 
butcher comes at you, give up 
your lead box. Go down the 
sewer and move N for four 
moves. Wear the aqualung, go 
N and through the gap in the 
waU. The rats wilt prefer the 
meat! (BILLY DINGWALL) 

* How do I get the necklace to pay I 



for Ihe bill? Can I get out of ihe 
hotel by the window?' - 
MICHAEL BULL. 

Search, shake and examine 
everything. Tie sheets together 
and to the bed* Climb out of win- 
dow, (BILL Y DINGWA LL ) 

KAYLETH 

MICHAEL BULL asks Iwo ques- 
tions: What is ihe fuse used for? 
How do you get Ihe water to soak 
the compost?' 

Insert fuse into skimmer. 
Empty water onto compost, plant 
bulb in compost. (ANDREW 
HILL) 

THE FOURTH PROTOCOL 
'In the middle of the second 
game, The Bomb, I have 
exchanged the case for a tracer 
bug and receiver off Crick. But 
who to plant the bug on seems a 
myslery as everyone seems to be 
Ihe good guys, ' says J ISTOR- 
MINGTON. 

To bug one of the journalists 
you need to know which is an 
illegal. Buy a camera from Boots 
of Oxford Street and take a photo 
of them. Buy some flowers at the 
Barbican florists and take the 
flowers and camera to G Return 
to Heathrow and use the bug in 
the Barbican. To get to the florist 
go W,N t S,E, boy the Bowers. To 
esc ape go 

N,N,N,E,E,E,S,N f S,N,W, W,E. 
Buy a guide book from the shop 
and examine it. If you get lost, 
directions from landmarks to the 
florist are as follows: 

Concert hall .„ NNSE 

Theatre SWNSE 

Guard NNWNSE 

Tramp 

ENEWS, then see guard 

Shop W E, then see tramp 

ZZZZ 

NEIL LOFTS is stuck: 'I am al a 
total loss wilh ZZZZ and would 
be very grateful if you would ans- 
wer 1 his Jittlelol, 

1 How do you avoid being 
nicked for jaywalking? (HELP 
tells you to 'do the hitch- 
hiker'.) 

2 What do you do at Ihe Snow 
Palace? 

3 How do you pull up the buck- 
ell' 

1 Thumb a lift. 

2 Examine the fridge. Get the 
cheese and close the fridge. 
Untie the chest and open it. 
Get the fie and pistol 

3 Put bucket on hook. Turn the 
handle and you wilt hear a 
voice say *OK'. Turn the han- 
dle again and the bucket will 
fill with water. Fill the pistol 
(STEVEN HOUSE) 

' How do I take the bike without 
waking the bandit and get intri 
the ice palace?' - STUART 
BRAND 

PUSH BIKE. RING the BELL 
and GIVE BIKE TOthe SANMAN 
(STEVEN HOUSE) 




THEHOBBfT 

ALEX CONSTANTINOU ask&: 

1 'How do I get to the Elvenk- 
ing's Halls?' 

2 ' M the river, haw do I get into 
the boat and use it?' 

3 'Where do I find the spiders 
and I he Elvish Clearing?' 

1 tf the woodeH doesn't capture 
you, you must make your own 
way to the Etvenkings Hafts. 
Type in THROW ROPE 
ACROSS then PULL ROPE. 

2 The boat witl float across to the 
east side $o you CLIMB OUT, 
then go east and BREA K WEB. 

3 Co NE, break the spiders * weh 
again then go north to the 
Elvish Clearing. (DESMOND 
CORRfGAN) 

'Tell me how to kill the dragon 
says AKA5H IRANI. 

$*y to Bard 'Shoot Dragon*. 
(JASON UMBER) 

IOSEPH DIXON would like to 
know how to gel the boat in 
Mirkwood. HOLD ROPE, 
THROW ROPE (repeat till rope 
catches boat). PULL ROPE and 
CLIMB INTO BOA T. (DA VtD 
COOKE) 

MATT LUCAS 

'How do you get the code out of 
the vase, and is there a use for the 
stow? ' - DAVID MITCHESON 

TAKE VASE, TIP VASE, DROP 
VAST. READ NOTE. (R S COLES) 
t coutdn 'f find any use for the 
I shoe in the note* t have! 



INSPECTOR FLUKEIT 
JAMIE SALVAGE wonder* 'when 
in Radley Manor, how do you 
break the vase*' 

Give vase to Blunders. 

BORED OF THE RINGS 

am desperately seeking help. 
I am a proud owner of \hv 
hrillianl game Bored Of The 
kings but I am unable to 
complete u\ t have passed 
through the Morona Gate 
quite easily but am now stuck 
on Part Two. I am having 
problems entering the secret 
room before the maze and the 
boar on the bridge. How do I 
escape the clutches of the 
Nazal in the C 5 V pleads DALE 
FAIR8RQTHER off 
Leicestershire. 

insert battery into vending 
machine, Collect coin. Give 
t orn to pixie and get map. Lift 
the mat and take the key. 
Unlock door, (G SPENCER) 

PAUL TREGIDGO (again? asks 
' how do I find my way out of 
Moron a in Part Two? I've found a 
map, treasure, and air rifle but 
I'm still lost.' 

inter the maze and go 
f, E t N, E t E,S, W,$,E. TAKE POSTER 
and go WjS, W. Drop the poster 
to get past Ponce and the others, 
(GARY JUKES) 

SORCERER OF CLAY MORGUE 
CAS J Li 

' How do you get into the loft? ' - 
STUART BRAND 

CLIMB CHANDELIER and cast 
Light-Square Spell. Throw CRA TE 
and GO LOFT. {ALEX NG) 

'How do you get past the lava 
stream? 'asks DAVID HUB- 
BARD. 

Enter the stream, squeeze 
towel and dry it. (ALEX NG) 

MARK DARLINGTON is stuck 
right a\ I he beginning of this 
game. He can get to the bottom 
of the moat but not without 
drowning! He wants to know if 
there is something he can do 
before entering the moat. 

Dig in the field to reveal a star. 
Go west and cast Fire Spelt at the 
trte. Examine ashes to find 
another star. Go east, enter moat, 
hold breath, swim down twice, 
get towel and swim east* Breathe! 
(ALEXNG) 

PAUL APPLETON wishes to 
know where the Bliss spell is. 
Open the cabinet to find the 
spelt. 

K STRAIGHT of Norfolkasks 
how to get to the loft above the 



ballroom,, and the lava flow - 
and also, what the Light- 
squared, Wicked Queen and 
Lycanthrope spelli do. 

Climb the chandelier and 
cast Light-square spell. Throw 
crate and go loft, Get the 
potion and jump. Go west f S 
and push E. Go door, then 
down. Enter stream. Cast the 
L ycanthrope spell and enter a 
hole. Cast the Wicked Queen 
spell and go ballroom. (Thanks 
to ALEX NG for all those tips.) 

SPIDFRMAN 

' How do you stop the fan in the 
duct?' asks STUART BRAND. 

To stop fan cast web at fan sev- 
eral times till you can cast web at 
button. (DUNCAN THOMAS) 

DODGY GEEZERS 

DAVE GULOTT has found the 

match, pills, pickaxe and wire 

cutters and has got into the 

breakers' yard and the hut, Bui 

these questions are still puzzling 

him: 

1 Is there anything to lake from 
the hut? 

2 How do you get into the night- 
club? 

1 Under the carpet in the man- 
agers hut is something of 
interest 

2 ThebOM of matches have some 
information about the night- 
club. 

(JON A THAN MA RSHAL L) 

REBEL PLANET 

RICHARD WATSON and 
ANDREW HIRST have one or 
two questions for ihh one: I 
How do you get the wrench 
and who has it? 

2 How do you get past the two 
customs men at the beginning 
without being arrested? 

5 How do you avoid being 
arrested by the police cruiser 
patrol after disembarking from 
the Caydia*. 

1 To avoid problems with the 
Arcadians whose parking 
space you have pinched, give 
tickets. The wrench they lea ve 
behind is very useful for 
bending prison bars. 

2 When you meet the customs 
officers Just give card and then 
go complex. To get the laser 
sword past customs carry it in 
the lite kube. 

3 Attack police 
(JOHN WILSON) 

MINOSHADOW 
'In Part Two what does the 
message in the hat mean and 



what is (he password for the 
tickets? ' asks a KSS from 
London. 

Enter 'Bttoth 1 1 ' (from the 
hat) and bribe the drunk in the 
gutter to get the password (P 
CORBETTl In Luxemburg 
Small Inn type 'Booth tVand 
you will find the dead body o f 
BM, Bob Masters. Go to the 
dingy store and type in the 
password to buy an airline 
ticket from the clerk (JAMES 
GALLAGHER). 

' I have crossed the quicksand but 
I don't know where to get the 
straw, stone and steel to make a 
fire/ 

Steel from the dory, straw from 
the hut. Climb down cltff with 
vine tied to rock and enter cave 
fortune, (nigel paynej 

EYE OF BAIN 
COLIN CAMPBELL writes 
poetically: 'Picture yoursef f on a 
high ledge at the top of a tower. 
All you can see are a window and 
a gargoyle . Listed with you is: a 
hook, vine, tit torch, strong 
glowing sword. And what do you 
know, I can't go anywhere but 
through the window which I've 
just entered through. And I can't 
go down the way I came as the 
priests always capture me and I 
end up as a sacrifice,' 
Throw worms off ledge by bird. 
In topof tower, enter window, tie 
vine. To get the axe have the hook 
with you. 
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AT LAST - just *vhat you have alt been waiting Tor (I hope) - a ratings 
system for PBM games based on YOUfl votes. After a lot of letter- 
opening, PBM Mailbox proudly presents a new feature which will 
become a regular, reliable and accurate view of what you think of the 
games you are playing. 
First, here's what the ratings tell you. They're all out of 1 00. 



GAME MASTER 

Inis figure shows what you think of the quality of the game's GM (be it 
human- or computer-moderated). The higher the score the better the 
GM. This rating reflects such factors as reiiability. accuracy, helpfulness 
and commitment, 

DIPLOMACY 

Diplomacy is the hagglinc/arguing/meeting/planning bone by PBMers 
outside the game environment. A lot of diplomacy can really get a game 
going; what you do and say outside actual gameplay can matter as much 
as your actions in it. The higher the score here, the more diplomacy is 
involved in piaying the game well, 

RULE BOOK 

A good rulebook is often essential to gel to grips with a new game. It 
should be nicely-produced, easy to read, simple to understand and 
comprehensive. Again, a high score means a good rutebook, 

COMPLEXITY 

Some games are much more complex than others. Some, such as KJC 
Games's It's A Crime! ', are relatively easy to play and so will receive a 
lower score here - though of course that doesn't mean they're not worth 
joining, and they may be especially suitable for PBMers just starting the 
hobby. 

Involved games such as Giobai Supremacy are quite demanding so 
receive a higher score. And don't be put off by complex, games. They're 
often the most enjoyable! 

EXCITEMENT 

tt r s all very wefl for a game to have a good GM, an impressive rulebook 
and so on. but is ft fun to play? This rating shows how much the players 
enjoy their games; it reflects how keen they are to receive their turn 
report, how much time they take between turns planning for the next, and 
how much pleasure is gleaned from the whole thing. 

VALUE 

OK , there are some very good PBM games on the market. There are also 
a fair few expensive, even overpriced, games. So just how much do you 
get for your hard-earned/groveHed pennies? Consider here how much 
the game offers compared with what it costs; if a low-price game has 
many fine features it's certainly good value for money. 

AVERAGE 

Well, no prizes tor guessing what this figure shows. Here all the other 
ratings are collated to give an average score. And the games are ilsted in 
the order of their Average ratings - Mghest first, which means Conquest 
beats the rest this month. 




1 = Conquest 
1= Aest 

3 Shattered Wortdf 

4 The Hunting 
5- Palest 

5= The Chronicles Of The Knights OfAvaton 

5= Trolls Bottom 

8 Crisis 

& Casus Betlff 

10 Saturnalia 

1 1 Game Plan 
12= It'sACrimel 
12= StanGlobe 

12= £3ftfll*DOt*t 

16 Saccerafarf 

17 League Soccerf- 

18 Hyper League 

19 Cras/mo/Ts World 

20 Star Empires\ 

21 Nuclear Domination 

22 Racinisf 



t Indicates that few votes were cast: MORE PLEASE!!! 



And there we have it - precisely what YOU think of the qames vou re 
playing. Have you voted for every single P8M you've licked a stamp for 
in your time? If not. then fill in the form below, cut it out (or make a 

tffi^^eiP^Jl t0 fiEADERS ' <SAME RATINGS, PBM 
MAILBOX, CRASH, TO Box W, Lwttow, Shropshire SYB 1 DB It s the 

same address for normal PBM Mailbox correspondence of course - 
news, views, queries, Diplomatic Directory. 

Each month there'll be a CRASH cap and T-shirt for the five voting 
forms picked at random out of the mailbox. 1 




78 63 75 SB 33 97 84 
98 60 98 75 78 73 84 
93 87 84 84 85 77 63 
95 75 6593 80 78 61 
75 72 83 90 81 75 79 
95 83 64 79 85 92 79 

79 82 63 71 75 81 79 
86 75 76 45 70 84 73 
50 37 83 64 68 82 67 
64 52 83 62 75 57 66 
81 56 65 69 70 5065 
62 54 84 57 60 69 64 
69 57 93 88 41 36 64 
6090 40 60 65 70 64 
75 62 71 5963 54 64 
72 35 65 57 52 51 59 
60 60 6040 45 55 57 

56 32 71 63 54 52 55 
93 7132 2945 55 54 
50 60 50 30 55 56 50 
45 71 32 35 45 62 48 

57 39 20 36 42 5041 




IF I WIN A PRIZE, I'D LIKE THIS CRASH T-SHIRT 
(CHOSEN FROM THOSE ADVERTISED ON PAGES 

166-167) . . 

CRASHChr^ 
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OPPORTUNITIES 

In-House and Free-Lance Technical Staff 

Having established the key elements of a well organised and equipped in house' 
software development team, the company has the following opportunities to 
offer in Entertainment Software Development. 
Senior Programmers -O.T.E, £2SK 

Having been responsible for at least one technically excellent itnough not necessarily cornmerctailv successful 
entertainment software product vou will be experienced in zfifi. 6502 ana--or6flG00 assembler vou will be looking 
for an opportunity to iom an ;n-nouse' environment committed to the development of original products and 
conversions of the very highest quality and will expect to call on graphics music and othersupoort functions 
■ of true highest calibre 

Programmers- o.T.E. £15K 

Though not necessarily aoie to show oire-CT involvement m any commercially available entertainment 
software p roducts, vou wi II t?e able to demonstrate through specific routines and demo programs . a 
high degree of technical ability m ibo, &so? or esoco assembler vou win be looting for an 
opportunity to realise your ambition to be responsible for the development of technically 
excellent entertainment software products and will expect to call on graphics, music and other 
support functions of me nign«t canpre 

Graphic Artists Musicians Came Designer -OLE. E1Q-E15K 

With or without formal qualifications you win already be working in a free-lance or in 
house capacity supporting programmers in your specialist discipline in the 
development of commercially awaiiabie/co be published entertainment 
software products vou will beaWe to demonstrate a number of different 
e nam pies of your work and will be looking ro put your experience to use 
whilst developing it further in the production of commercially available 
products 

Alt appnriTen to the above petitions will d« offered *n attractive working 
erwoninenT ^utisranmi tws*c wtarvanrj an cwponunitv r<? deueinp enp^r jmtiiTlons 
with the full suppon of me company's management and financial strength 
In addrtKin tp the rtcure apportunitieb the company nss a regular piaw of program 
toiiverijvon contracts available at attractive rates to free- lancets and ii oarrjculany 
fceer.tE suppcrf proven programmers anrj development reuses wishing to write arid 
have published dv » major or and name ordinal games for am poputar machines 



Steve Wllroi- Director 

Elite Systems Ltd. Anchor House, Anchor Road, Afdrldge. Walsall W9SBPW 



■ NOW AVAILABLE - the official Spectrum upgrade! 

"Turn your Spectrum into 



■aspectru 



* Professional full - size keyboard 
->ncludesi7 extra keys 

• Responsive typewriter- sty ie action 
Accepts all current Spectrum 
software anrj peripherals 





+ for jUS t £24. 95"% 



+ £1.50 p + p 



\ 




Here's some exerting news for Sptctrum owners ... 

the official Spectrum upgrade Kit The upgrade has everything you 
need to turn your Spectrum Into the stylish new Spectrum + you don t even 
need an understanding of electronics, just the ability to solder a few wires together 1 the 
leaflets the kit gives ctear, step bystep instructions tiyw re not sure about doing it 
vourse f OCfl i worry Simply return your W Spectrum to US and for 01.90 ■ £1 50 
p * p we H upgrade it for you 
Tte Mner, better Spectrum keyboard 

The Spectrum + measures 12 w x 6" it has a large typewriter style Keyboard 
witn hard moulded keys tout find trie new Keyboard has a smooth, positive r* 
action - ideal for touch-typing word processing, sjmuiatlon programs and *\ 
extenoed programming sessions Two retractable legs give a perfect typl w portion 
There are W keys in all including t? new keys Programmers will be pleased 
to see dedicated puncouation Keys, a space bar, and separate shift Keys For graphics 
and extenoed mooes And a reset Dtitton allows you to clear a program From your 
rompuTers memory without disconnecting trie power supply 



The official spectrum Upgrade, Naturally your upgraded 
compute* win accept an the peripherals In your Sinclair system 
Interface 1. Microdnyes and so on as well as ail Spectrum software 
as important new spectrum software and peripherals will be designed 
with the spectrum + in mind. So the Sinclair upgrade adds stylish leek*, new 
capabilities and new potential for the future 

HOW TO ORDER BY MAIL 

1 . If vou rec u ire us to do the upgrade for you please send £11.90 + £1 50 p - p rota CJS 40 

2 Shouidvoureauiremedo lt yOiirselflLitjustsend£M.95+£i sop + p Total £16 « 

3 if vou recjulre your Spectrum to be'epaired and upgraded to a Spectrum Pl us we nav e a 
SpfCil offer price of just £5000 tomprete ■pw| 
Orders can be placed Dy. using your Access Card on the numpers below r\ ^ l- 

1 
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SOMETHING HORRIFYING AND IN 



^ ,ike it has ever 
Nothing ft £ ' befor e. 

•S2SS* «- 



ACTIVISION 

© 1987 Twentieth Century Fo* F ilm Corp A II ngh! j reserved 
Trademarks owned by Twentieth Century Fox Film Corp. 
and used bv Aciivision Inc. Under Authorisation 



^^°K d ??4 gg? 8 af> S Di5k ( £14 ■««■ « Spectrum 
Atari ST (EU 99) Amstrod cpc Cassette (£9.99) and Disk (U.99J. 

Mail Older. Activislon (UK) Ltd. Units a & 4 Lloyds Close 
Finedon Road industrial Estate Wellingborough 
Northampton NN3 45R Tel: (0933) 76768 
American Express, Visa and Access Cards welcome 



American Express, 



on 



Access 




MMMMMMMMMM 
MMMMMMMMMM 
MMMMMMMMl & _ 

FILL THE SANDWICH OF THE 
CENTURY AND WIN A CLAW- 
LICKIN' GOOD HARRODS 
CHRISTMAS HAMPER FROM 





JUST when you thought it was safe to go back to Jeilystone Park - 
Piranha's jaws open and out cFimbs a greedy bear. And it's not 
Paddington, either. 

This bear eats a lot more than marmalade - and now you can pin Yooi 
for a midnight feast thanks to Piranha, whose Yogi Bear is even now 
gobbling up space on the Spectrum software shelves. (The official 
hcence of the Hanna-Barbera cartoon character, it was reviewed in 
CRASH fast month.} 

But first you've got to satisfy our voracious appetite - by filling in the 
sandwich beiow with 26 foods, one beginning with every letter of the 
ai pnabet. {Bread and butter are taken for granted, so you'll have to think 
of another 8. And descriptive stuff like roasted', 'parboiled and served 
on a piping hot bed of rice' doesn't count either!) 

The first entry picked out of the Comps Minion'seyes {which are biqoer 
than hj S stomach) will win the frightfully fattening and perfectly posh 
Harrods School Tuck Box - provided all the foods named are fit for 
human (or ursine - MESBNOvVDft consumption! 

Tnat winner and 30 runnere-up will also receive copies of Piranha's 
Yogi Sear game. 

*JSl! V ™ ^ tr,eS t0 WELL FC0 UP *™ PIRANHA COMP, 
CRASH, PO Bom 10, Ludlow, Shropshire SYS 1DB to arrive by 
February 1 As always, the decision of CRASH'S appointed judqes in all 
respects is as final as coffee and mints. 

t Man Ed's Short But nonetheless Obscure Word Dictionary 



: 



He 
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February 1986 
Issue No. 25 

Released on 
January 24th 



Inspiration for a cover image was inching, so everymie was pleased token 
Imagine 7 ! Mikie became a Smash since it gave Oliver a subject suitable for his 
particular talents - a figure seen in actum within a dynamic composition. The 
character of Mikie is so energetic he's simply hurst through the cover paper ; 
scattering hearts in his wake - the cover and the game neatly tied w tetth Saint 
Valentine's Day. In a way it also acted as a symbol for the new year beginning; 
CRASH was crashing through again . . . 



The cover's bounciness could also have been taken as a symbol for a new face on the CRASH 
team. For ihe first time the reviewing team figured in the masthead, and among ihe names 
was one Mike Dunn. As they had been wont to do since CRASH started, Ludlow lads with 
Spectrums dropped in after school hours to see what was happening, and some of them were 
dragooned into writing review comments. Mike was one such. Robin Candy told everyone 
that Mike's school nickname was Skippy because he skipped wherever he went, and this 
information was soon confirmed when Roger Kean reported that he had almost been knocked 
flying in the st reet as Mike skipped violently past him on the way down a Ludlow hill, Skippy 
is a now a respectable bespectacled college student with a far more sedate gait, but the 
nickname still sticks. 

On a more serious note February marked the start of a run of cover paintings with which 
Oliver was less than satisfied, though in retrospect some of them are outstanding. It wasn't 
so much that they were poorly executed, more that he felt uninspired by the subject matter 
An illustrator requires a brief for his work and previously he and Roger Kean had worked on 
the ideas themselves. Naturally, the chosen subject was therefore always one which Oliver 
enjoyed and the sort of thing he excelled at. Now, with three magazines going, he had to rely 
far more on the editors for their ideas and briefs, and in the case of CRASH Graeme Kidd 
seemed to prefer humorous subjects - Mikie was one and Jack The Nipper notoriously so. 

Still, this is no reflection on Mikie the game, which got its Smash, the first of two that month 
for Imagine, The other, also a Konami conversion, was the onomatopoeiac Vie Ar Rung Fu, 
which received praise for its 'arcade style playability*, one reviewer commenting that Imagine 
was fast becoming one of the best development houses in the country. As you can tell from 
the enthusiasm, these were still the heady days of coin-op conversions: a moment of freshness 
before the tedium of overkill which would all too soon set in. 

Four other games merited Smashes. Martech's Zoids finally made it through; Electronic 
Pencil Co had done a fine job, maintaining a high standard of graphics and providing an 
engrossing game- Their innovative approach made mincemeat of the notion that a licence 
from somedaing as childish as a series of toy monsters means a thinly-disguised piece of 
marketing schlock. Zoids is Martech's monument for posterity. Ultimate looked back on form 
with Gunfrighu an entertaining advance on their Nightshade, while Gargoyle Games proved 
they had more in them than complex graphic adventures of the Dun Darach type; Sweevo's 
World had some thing in common with Ultima te' s Knight Lore and A lien 8 sty le of presentation , 
but took it further to provide a game both compelling to play and very funny. Tn fact it was 
to be the precursor of a genre which would reach fulfilment in Head Over Heels. Derek, 
meanwhile, was praising Activision's adventure Mindskadow while berating their lack of 
marketing for it - an omission the company was not usually noted for > , . 

After its recent run of successes -Critical Mass and Saboteur- we featured Durell. Robert 
White's company had been with us since the earliest Spectrum days and had always strived 
to be both good and different. It seems sad, as I write this, to reflect that Dureli no longer 
exists in its previous form, sold, as it was at the 1987 PCW Show, to Elite , . . 
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W hat was hft hke in CRASH Towers as 1986 began to speed up? 'Crammed' is the answer 
The art department had expanded to cope with three magazines. Dkk K,tf3Ei 

Ludlow for some years, had helped out over the busy Christmas period . and savedon 
as An Doctor, rehevmg Oliver Frey of some workload. This also ta Davd Western become 
Production Controller full-time. Then there were the two layout artists Condon rw» a 

Next fil 0 522 W JTJ™ l00kin8 8 topictulL^S^I^SS? 
JET ^P° r ^ ow «- ^ h r ad becon * » i°ke. The administration of accounts, adveruW mail 
order and subscnptions for three magazines meant every spare inch was SSS 

CrJsH £ft f ° Ught ^ SP3CC t0 Wite " d ™ m 10 Paraph £ 
«!h> CRASH had been moved mto the smallest of the three main rooms and housed 
ts edno , newcomer Hannah Smith (she arrived near the end of this SSS 
die regular cotene of reviewers. I floated to land wherever space opened up fo m Tit woS 
be nice to say that despite the cramped condition, we were all a jolly bunch, and for he most 

"^^TrP'^f up8raded lo take ««ount of the new machine's cap^uuTe^ > fhei 

■SuiWj came in for the heavy treatment in Robin Candy's Playing Tips SuDolcment 24 

E° f UPS maP ;i and the maSSiv£ Iistin * b >' ™ Churchyard fh KdSS 
World screen editor. The value of this unique program has since been uXhned bvlne 
number of mappable 3-D games that now offer game designers as a matter ofcouri Ana me 
success of this screen editor's cassette version, then available from CRASHTaToneof the 
first sparks that led to thoughts about a Newslield software house - bui "reaction of that 
particular dream would take some time. realisation ot mat 

I had a busy time with the Forum, what with the many letters about the Fridav The 13th 
SfeSSi and Tony Bridge, adventure columnist with Popular Com^rJwelS 

Forums ™" W ,0 " V ° ,e ° f that issue in later 

Less confidence was apparent with tie-ins. We were entering the period where software 
houses would grabanydimg licensable whether i, was suitable for a ganS^^^EE 
out the result to capitalise on the licensed character's popularity in other media Eli e came 
off best wuh a Smash for the venerable arcade origindjLwjJ*. but o£^T%5£Z2 
was disappoinung from Denton Designs, CRL'sBlade Runners sad affair and Bri^S 

warning here, but few took heed, rushing madly into more licence, whi ]e letters beE an 
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The editorwl bnef was simple enough make something out of Smmuuha Foa 
&tnp Poter raj Siarstrike 11 ft was an mhibmng notion, and one which Oliver 
left all he could no longer avoid doing the illustration. With this cover, *- very 
popular one. u ts the strength and dynamism of Oliver'* ctfmpositton that makes it 
xvorkat all. He was pleased with effect, but in general he haled the illustration 
and fell it was rather like a poarly-lkensed game - the subject ws unsuitable for 
an exciting picture. 




The month s two big bits of news were of a very different nature. Most important was the 
Z^ri^l ".^ ,S c SUe r en ' ,0 prc ? s ' ,haI Alan Michael Sugar's Amstrad had bought 

telle Sa J^ fVh ReSearChl a A d the 2X S ** 1 ™ ™* then on 

belong to Amstrad There were very muted feelings about this move at the time, and few 
people today could honestly say that many of their doubts have been removed since. 

The other was that the Audit Bureau Of Circulations had declared CRASH the biggest- 
seUmg computer title in Britain, overtaking both Sinclair User and Computer & Vuteo Games 
hough the latter had a marginally higher figure when foreign sales were taken into account 
rhTnt.T nP , T'jy^'. but ^ially far the original tiny team that had dared to 
challenge the entrenched positions of so many established tides. W H Smith, before the 
launch of Issue 1, had said that CRASH could never really succeed as a games-only s ngle- 
user magazine; two years later we had proved them wrong. 

J!L2£ 8 ha ? Py ? 0meW for i£ e whole com ^ °ut hefore the issue was completed, 
somethmg quite sad occurred. The rumbling arguments between Robin Candy and Roger 
rh™ £ had " ared "P° TCr Ro^'s insistence that there should be a picture of Robin on 
t Tar T^ ri P s ,. heatlln e b< * ause there had always been one of him there, suddenly 
reached flashpoint. There was an argumcn. in the middle of the office and as a result it was 
deeded not to use Robin any more. He was able to take a las, look at his Plaving Tips bemg 
™ a vZv?K * d ^™l a \ b «™ *™ng. However, as every CRASH reader knows, i! 

R„hi^ ,Z h 6 ' aSt ° f ^ * Playin * Ti P s ' but il was b y "° ™ the end of 
Kobin, though a year was to go by before his reappearance. 

Max Headroom i finally arrived, and though it rated fairly well (85%) it was something of a 

pushing the Spectrum beyond limits already set by pundits, sitting atop a fast and complex 
shoo,- em-up game. We also Smashed Ultimate'* Cyberm, often forgotten since but more of 
a follow-on from Lunar Jetman than anything to do with the isometrics of Knight Lore etc. 

Alter the huge success of the film the game version of Back To The Future from Electric 
Dreams came as a damp squib, a mishmash plot based on the film's action but with no game 

k£,™£ J o W3S ^° re , f H n . t0 be bad with Imagine's excellent implementation of 
Konami s Ping Pong and Gremlin's karate-book lie-in The Way Of The Tiger. But the game 
which caused most excitement was Ocean'saam,™ from Jon Ritman and Bernie Drummond 
who had gone out of their way to make the most densely detailed isometric graphics vet seen 
And the game was good too. ' 

h™^* f„ April J* thC iSSUe c ° nclud «l, the three Newsfield directors, the 
brothers Frey and Roger Kean, took a week off in Cornwall to work out the details for a new 

™fh ZU1C t eY were P lannin f. Jtwas to haveabroad subject base and be aimed at the so-called 
youth market. No-one could think of what to call it, so for the time being they jokingly gave 
it the working i.tle of LM - Lloyd Mangram's Leisure Monthly. It stuck 
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composition turned who, could kav* been a *«* cover tmo a potuerjuTimX 



^f^dttette.rre^ 

crash £2T3KS$ we ^ ,h< ; 6151 of a lone (Genesis > aimed « «"dS S 

kinS^n ZZAP* fE* ° f 3 T t0 °' f ° r ^ 80 886 ™< l3th *»> ^ved. We were 

kinder than ZZAP! (they gave n an appropriate 13%), but it was still nretiv dire <5n JL Z. Z 

^ d 7-^' y b T r fr0m 0l P heus ' and ™ « "tempt at , reallv obscure dc-in 

n/Ju^ henat ^P hMOmenonwa s magnificent, the game was silly. 

Derek had been quiet for some months, with nothing very inspiring to review but he aot 

2n/S and J de!i 8 h,edl y Sm **^ »• Meanwhile LrvliddT^rive K 

«k of solo revtewing - a departure from the norm - for Red HaU, a condc tie* „ from 
Melbourne House. That was . Smash too. So was the excellent SpirtiJ,, which stored 
b PH^^r^ 5"« r » ta y- TheSpecm,m version was b^aurs^rly ?dec 

from M.A.D.) one for Sean Masterson's Frontline (the CCS Desen Ra B ) , ma rve loot 
cm.yen.on of the Commodore 64 hi, Boeder (Gremlin Graphics), anome/fb UtaS 

H^T^r^T' f elever ""version that was ato«" rewrite 

Hewson s huge Commodore 64 hit Paradroid. That was by Andrew Braybrook but Steve 

anwerS Sft™!??^ T. 1 ^ Tips * now rudderiess ^thout Robin. The 

nhS£ i ^ and th0U8h she xem retrospect to have been an 

obvious cho.ce, a lot of soul-searching went into the decision. Would S«ESmS 

3 W^h rSh '£ a l CCPt 3 ^ Ste P^ » M Ihe shoes of IKS 
i . ?U8ht Cy |0 ? mi8ht - They did - Pt^ting Hannah as the 'cornpuX workTs 
fim and only female tipster' would lead to a veritable war wuh Camp^y S SSSo 
,h " thelr L Mell 1 ssa Ravenflame held that pre-eminent (SfffiS 
could ring Hannah and speak with her, whereas doing the same with C^W Ted EkS 
sdences. It was to lead to an attempted confrontation afthe 1986 PCW T when MeS 
Ravenflame sackers runnmg down Hannah were plastered over everythinT mcLdhifthe 
£SS. H - ^ a head - h « d which^unsurpSgt 




July 1986 / '^' a ^ hm »''^*^»p^5,or^c^ f y jjKkTheNi 

Released on d ^™ B V^'*»»«*'W r a»n«w^<« B i™<<c^5// tTO „" 1 ,dtoI 
June 26th TZZZtZl'u g^**** "' * te ' w ' 



It was an indication of how 'professional' the organisation was becomin B when, in the middle 

?C J ^Show% manag T ^ V Sa, t0 deSign ,he NeWsfield SIand for * forthcoming 

I f ?nvr ° usl y> Ae "««^me 5 ' attendance had been a case either of wandeZ 
round or of restncuon ,o something resembling a long table with hand-lettered sigT This 

Sed Bri^*" 6 W0UU * t P ro ^ stand >>y a contractor. Gosh.^ere we 
excited .Hut that was ages away , so who cared ? 

Rather more to the point was the argument about the spelling of ' magic'. Gargoyle Games 
tad nested on Heavy On The Magick, now Level 9 gave J * The Price af S DeTek 
SST " 0t t^L" 110 ChC diSCUSsi0n5 prefe ™8 in5,ead » a «™ d Level 9 a Sma S ? S 

Sound 1 hnt^ P ^ d ' " 0t S ° beCaUSC 600d adventUres had been » on the 

ground, but because there were fewer and fewer full-price adventures appearing The trend 
would continue and today the majority of 8-bit adventures are previded oTro" gh mad order 
from committed individual programmers. uuougn man order 

cha B raS?fo?Gre^t ^1^* W£ 7 ** ™* ^ which crealed «•* 
S",7 G ™Ph'cs s repertory company of cute characters and got its Smash for 

bemg h ghly payable, entertammg and having 'masterful graphics'. Then fhere waTclL 
fll fot F^T^ w ;^ bated ^^ - would the popular Capcom coin-op be a success or a 
^^.h h , ey PUlIed 'i off f d Ghos,s WGaMw w» one of the best conversions from 
r 0nSmal m And 5 naUy ' ' USt 10 P rove [he * c ° uld d ° ». Domark came up wUh 
5M«v/w, not aTVtie-in.burablock puzzle based on caricatures ofthe famous It was 
irresistible and gave Domark their first ever Smash «wious. it was 

verti^rfS™ * e R d0ldninls «P«n fro"? Gtofc W Goblins, for Mirrorsoft's game 
i f was very disappointing, not very innovative and consisted of 

hree poorly-implemented subgames - it was rather like the film, in fact. And US Go deo 
themselves mto lemble trouble with mistimed World Cup fever. I wasata^t mstandv ck£ 
m us that the much-hyped World Cup Carnival was a minutely momfiTve sTo^f ArS 
nvo-year-old and forgettable World Cup Soccer. It cost £9.95, though remaindered I veS 

^ o C „tcrXt7 uVr b n u a<i *? "J* diStribm ° rS «« bu ^ s ™«ed aTone 

ta£2£ ; y G ° ld was , forced »» ad mit «n« they had planned a far better game, 
but programming dehys and market mg problems had overtaken them. Timing was of the 
essence and in the end a decision was taken to buy and repackage the Artie gamf instead In 

™H a n ll Pr0Vlded i a ^ eX8mple ° f Wha( > at * e wors <> was *> wrong wl h Ten S and 
endorsed games. At best „ was misguided, at worst it was seen by the public as a cynkal 

moderately en,oyable game, notable most of all for the fact that theldverTrnTd a lory 
Generation's last fling before quietly disappearing. 





AVAILABLE ON: SPECTRUM; AMSTRAD; MSX Cassette £8.95. 
COMMODORE Cassette £9.95; Disk £14.95. ATARI ST; AMIGA £19.95. 



You can obtain your copy of PAC-LAND direct from Argus Press Software - Post and packaging FREE! ! 
Write now or send with a cheque or postal order to: 

B &. L Distribution, Units 1 &l 2, Cordon Development, Water Lane, Darwcn, Lanes, BB3 2ET. 

Address 

Town 

or Fhnc 0M39 0666 - our Credit Card Hotlinr 




Gremlin Graphics Software Ltd.. Alpha House. 

10 Carver Street, Sheffield SI 4FS. Tel: (0742) 753423 






MASKS 

Action paeKed adv untu re of th* her ol c 
Mask team in more danger filled 
mission* against th* *vll force* of 
V«nom. Man and machine in valiant 
defence of the world and It* ■ 
An exWkn- a uno chaliehg* ta 
ir* whatever their lnt«r<rttJL 



TOUR DEFORCE 

From t ho knsta n t th* 
•tartar shouts 
M Ger*«*meri Start your 
pedtfJ-i" to the last 
gru*4llng moments, you'll b* banging 
h*ads with Ave of th* meanest, toughest 
biker* to ever pump pedal*. And if that's 
not enough th* coarse Is something 
special too:- PothoktS. Manhole*. 
Cakehofe*. Ace bote*. Bolder s 
Skunks. Snakes, Chasms, 
Oiislltks. Icerjotches. Bridges. Bear 
traps and much more. So climb 
aboard your Vela Mark IV and set 
off in pursuit of that coveted 
Vetk>w Jersey and experience the agony 
and ecstasy of 
International 
cyclic Jt r early 
happens. 





The Apache . , . Fierce and elusive, like its warrior namesake 
■ . . Capable of defeating enemy tanks, infantry, and hostile 
aircraft on the modem electronic battlefield. 
Gunships revolutionary 3-D graphics enable you, the pilot, 
to fly into the world's hottest trouble spots . . .You'll use an 
unbelievable array of high tech information and weapon 
systems, including lasers, video cameras, nfght viewers, 
radar warnings, jammers, computers, missiles, rockets, 
flares and a 30mm cannon! Successful missions will be 
rewarded with medals and rank promotions. 

Please send _ — m _ C opy/ies of Gunship CBIW 64/128 □ Cassette £14.95 □ Disk £19.95. 

Spectrum □ Cassette £9.95 □ Disk £12.95 □ Further details. 
Name (block capitals) 



GUNSHIP is a vailable for the CBM 64/128K, Spectrum and 
coming soon for IBM PC and compatibles. 

.41 K^Q PROSE 

SIMULATION • SOFTWARE 



_ Address. 



I enclose £ „ including 55p P+R Cheques payable to MicroProse Software Ltd. 

or debit my Access/Visa card. Expiry date . No. I I 1 I I I I 



_Post Code_ 



G/C/0188 

I I I i i i n 



MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 8DA.UK.Tel; (0666) 54326. Tlx: 43422 MPS/UKG 



February 1987 /fln 

Cray ramied a the caver fin ike New Year with Ocean's Top Qun It 

Issue NI« X7 ^J^"' a ,^^ i '^f i ? KUMk '^'' , ^l^^<«^f^fiB« 

D „,„ , _ ™J™" a *.,*f "*<» <™l « w^V rang* which prevented ,he machine tr,tm 

Released on ^-^ A £ w< * >r - And " ** ° ****** 

January 22nd mwh, " k ^'^^ M ^'i^haamark of crash eo^pai^i^. 



We now enter a very difficult year for Newsfieid, for CRASH, and for me to describe, I shall 
hnger less on die software which is dealt with in my 1987 Lookback, and concentrate more 

WSmm ne ' M we emered 1 987 no " one y idra the tu ™°" 

Ir w™mh h en r d I ?™ 8Md a com ^ny as a smooth-working entity, but that's very misleading, 
ft would be far better to compare a company to an individual, or even at times to a family 
When you meet someone you know slightly in the streetand thev wavehellotoyou, vou™ 
stop to think of the problems they may have - put like you do. And a comrLy, however 

Sn^l^^ !T Pr ° blemS A ' timeS Newsfield bce " "ke a large family 
with all the members heading , m much the same direction, yet split by familv rifts, arguments 

aevoSseft^ 

LM had been launched successfully, yet there were thunderclouds. It looked like it was 
going to be a struggle to get the essential advertising in to support the very ™s!v e 
r v tw° n ' W,th * ^ eedit ° ri * 1 staff »" d ™»y contributors adding to the uTuaE of 
typese ung, repro and printing. Against this worrying background were set the computer 
magazines' problems, few of which the public saw. computer 

rhe biggest concerned CRASH. It was really a magazine without an editor, which is a bit 
l*eash,p withoutacaptain, with no-one toguideit. Graeme Kidd's time wis sCed amon B 
all three computer magazines, and CRASH seemed to lose some of its direcdon The spelhng 
mistakes and the typos were slipping back in, despite Ciaran Brennan's valian t effoSS 
diem. But he was working on ZZAP! and AMTIX! as weU, so there was too SS 

Ml office rlV'r *" F ^ T C ' R ° e£r Kean Was call * d back from LM' G«vei 

^ff» f Ian Craig and Dzck Shiner had found they preferred being freelance to 
hSft, P"" 15111 ^ regular schedules of magazine work, and as this issue went Zpre s 
^ their ( obs (mough Dick, who still lives in Ludlow, continued doTng 

cnZ, £ I"?".!? 0 * tor , NewsfieId >- 0liver ™ ^ed once again with having to do all the 
covers but for the rest there were four layout artists, and Gordon Dnice became art director 
of the three computer tides - it was sufficient. ">recior 
Discussions about the CRASH reviews had been popular for quite some time and as earlv 

nnTk™, ^ To protect them, this hadn't been done before; CRASH is 

unlike most other computer magazines because most of the reviewers are not profession 

nd Sl ^Zrr d S ° NCW I™' WC Ch8nged ** s * s,cm - Be " S '°™' «*e Dunn 

and Raul Sumner became real names, and to go with it a mild revampof the ratings took place 

The ^n?/ C °TT andGe " in ! Started bMh bein * re P laced by PresenunTlTwa S P to b^ 
the first of several changes in the three-year-old rating system. 
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WARS 

FEUD 

FROM BULLDOG 

RANARAMA 

FROM HEWSONS 

MATCH DAY II 

LATEST REPORT! 



March 1987 ™* M ™ h f*wr ««* a ntasierpiece of magical atmatpherc, a thane in blue mm 

ISSUt INO. JO trunah t rtw Amiufcrj, Feud and Ranarama. P/t«r opteJ /or fcfcfr Wim* 

_ - , ^ rerfin*, ^-7! airbrushng blue and black over tkt surface, kating kbmtf 

Released On wthth* task of puking out highitghu and the HshtningwitkQbnuhmwhiie The 

February 26th Z£3£* " M " **** ^ °^ " took m ~ ^ thm 15 



Some of the big software houses seemed to be coming unstuck with the new year; US Gold 
faltered with their licensed Masters Of The Universe (Gremlin is making another attempt now) 
which received only 28%; Melbourne House did little better with Bazooka Bill (42%) and just 
as badly with 2QQ0A&* Judge Dredd - they were working on Inspector Gadget too, but that 
would never see the light of day ; Konami's.7a*/5r*zA was disastrous (47%); Electric Dreams's 
ancient zapper Tempest raised only an average flicker at 62%; US Gold tried ten-pin bowline 
bm jentk Frame only knocked down 56% of its skittles; Leisure Genius finally made it out 
with Scalexmc, and that got 57%, It was left to Steve Turner's Ranarama for Hewson and a 
£1.99 budget game, Feud, on Mastertronic's Bulldog label to win the Smashes 

What was going wrong? Hard to say, but the failed games had a few things in common' a 
rushed appearance, httie content and often very poor graphics. We wondered whether 
Christmas had knocked the stuffing out of everyone. 

Things were little better in Ludlow, For several months it had become clear that advertising 
revenue in the Amstrad CPC field had almost dried up because the sales of games simply 
didn t warrant software houses spending money to promote them. So AMTIX! was badly hit 
financially, and during early February it became obvious the magazine could no longer 
survive the way it was. An attempt was made to change its nature dramatically, but forecasts 
showed that wouldn't work either. Newsfield's management decided to close AMTIX ! down 
and its editorial team of five was told the bad news - they would become redundant after their 
April issue went to press in mid-March. Only Richard Eddy would be retained to work on 
CRASH* 

But meanwhile CRASH had its problems too. The experiences of February's issue were 
repeated, with Roger Kean being hauled away from LM to help put together the reviews at 
the last moment. He was alarmed at the way they were being written: this was not the fault 
of the reviewing team - the reviewers 1 sole responsibility was to play the games and write a 
short critical comment on each - but derived from the lack of editorial control. Roger and 
Ciaran spent a fraught weekend furiously rewriting just about everything, and then Roger 
spent the nexi two days in film planning, helping finish off the very late issue. 

It seemed like the last straw, and once CRASH had gone to press, Newsfield reluctantly 
decided some rearrangement was essential. The financial problem of LM was another story, 
but editorially it was running very smoothly, so Roger Kean returned to King Street and once 
again took up editorship of CRASH, the magazine he had helped found. Lee and Hannah left 
in the reshuffle, and Graeme Kidd was moved to Gravel Hill to edit LM + 

The full-time team Roger now inherited included myself (also doing other jobs), Ciaran 
Brennan, who became Assistant Editor* Richard Eddy and Ben Stone, For three days a week 
Ian Philhpson came m to write 'intros', the long descriptive sections of the reviews. He had 
been hired just before Roger took over and was still uncertain how the reviews should be 
tackled, but it wouldn't be long before Ian became an essential pan of the new CRASH The 
young pan-timers included Mike Dunn and Paul Sumner, but there were a few others waiting 
to try their hands as well. We all got readv for a revitalised CRASH. 
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^^T^jf^'^ IthSd bWn SU8SCSted iusI <*erChris,ma s thatCRASH 

man we were. One of Roger Kean s first |obs was lo assess whether Newsfield's increasing 
exp<nen Ce dm m -plan nCT s,aIr e aclyade P tat putting tinted texes, colo^d. ex, ™o^no 
pages, could tackle the complexities of P iann,ng pages which included the Lser scanned 

Cost had been the prohibiting factor. Normally it costs approximately £60 foreverv colour 

ui-house): 30 revjews each getting two colour pictures would therefore cost around £3 600 

*" aff ° rd u "I Bu V f lU ** P hot <*"Pfc **n from the monitor could be exS 
the same size as each other, then whole batches of transparencies could be 
and scanned at the same time. (They'd have to be the same size so that when 2 p£3 were 

SedS? tOSe " " Same PerCentage lhey ' d * ^ maga2ine ' S "'""idms 
When these sets of separations returned from the London company which does Newsfield's 
JSS ,he I fi , lm -P 1 f n ' un e department could ft them into pages already laid out by our Ar 
down to about £10 per picture, enabling CRASH to go almost full-colour. 

-JfclS iS SyStem ™ JS* the April issue ' ^"S" not every screen, and it 
worked well. From now on CRASH would be colour throughout, whenever feasible And 
because », now kept the separations, CRASH would always be able to reuse any picwre 
whenever required at no extra cost for features like Playing Tips 

before h wot nrinr^i^ wi *^ strab r P™«""™« Steve Taylor went into the issue, but 
Wore it was printed it required an update. Steve worked for Melbourne House, but news 

S t ' PUb ' ,C ; bUt thedeal '« ^med, h»d been under discussion for some time. 
Mastertromc had come a long way since the days when their budge, range was realTy chTan 
rubbish. But w,th labels hkeM.A D. and Bulldog they were often puttingVquZgS 

ul S Z^ZFZT' T ^ ° ne ° f ^ industr y' s °' dest a «d most respS 

S 1 .^ houses - though ,t has to be said that Melbourne House had been going 
through a poor patch for some six months. B 8 

nn ^l h ! r K T™ WSS 4 seMn ?. cons£CU!ive month where there were only two Smashes, and 
one was a budget game - m this case Firebird's /, Bail The other was,' of course, <Ws 

S?h S fl H 8 u th£ beSt ^ jM Rinnan and Drumn^ondTad 

written. It was hardly apparent at the time, but r/W Over Heels was part of a new pattern 
for Ocean who like the rest of us, realised that full-price games were fighting fo, the* £ 
m the 8-b.t marketplace. 1986 had been an uneven year for mem and, bLusf of the 7jume 
Oceanput out, they were as much to blame as anyone for the low profile licensed game hTd 
achieved ,n the public's mind. And the the budget houses were profiting froHa, 

An insigh, one of rare 'honesty from a software publisher, was offered by Ocean's Garv 
?,X Z £ told CRASH that Ocean's recent record had not been as good a^shouU 
have been, both for the quality of product and for the accuracy of advertised delivery times 
It was this open recognition of pas, failings that would now motivate Ocean for tb7c£K 
year; they would do their very best to offer value for money. S 
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RACER Activision 

Staggered by 

THE SENTINEL Firebird 
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AMAUROTE Mastertronic 

THE TERMINAL MAN 
RETURNS! 

A brand new 12-part story 
starts this month! 
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For rhe April issue, Roger Kean had become CRAW *m<, u ,r 

dramatically. faw^X.J2SJS28LS2S , Advemu " T ™' expanded 
beyond to economic sife. SSffi^ mean expanding the magazme 
review would take up ieSS space and more wo^ fiTin ^ °° W s ° that • 

ssue packed ^i^( m ^^^^^^ t ^,'>V'' aia ^ ™ the 
for the other features, including the 32 ^^L^^^ 1 ™^^^^^^ 
split into three categories "each wi.h K '^'^^^"PP'^t-Thereviewswerealso 

deserved a full page to themselves ™ wgtveshon reviews to games that hardly 

(apln'r^ 

Readers seemed to approve of the colour Z ?' "7" the Playing Ti P s Md F ™tline. 

^SS^aSKS^ 7° * *P "0- -tgrown iu 
knew quite what at that time Wof « u W«««>««kewy forsomething „ ew , though no-one 

NeSeld^S^ 

LM was in financial difficulties Circuit on jl' ^ splteltsobv ">"SP°PuWirywith rea ^rs, 
too wary of the • vouth mark*' an thus T S?" n,Ce)y > but ^vertisers were stil 
it lost nearly £20,000 eXsue The «mb,f hff ' r . e ; cn " e T was nonexistent and 

again, only on a spectacular vTarger ,^^6^ ^ ^ 11 WaS ^ A* 11 ™ ™« 
if anythmg couldfcdone, 8K528 Afeffi P««n, meetings were held to see 
*eeod of April an announcemen, S^S^S^fSS 

r^mn^^^^g^m with ^ 

papers, mcludmg C W „ Tm^^ ° f p « sti B e «*« financially. Trade 

a milhon on LM Theral hg^wsSS^UT™'* lha L Newsficld had los < ™* 
leave-taking a few days mZX^S^^^l^ 900 ^ 1 ^- ™* 
themselvesotherpubhshingw^w^Lafew w«ts 8 ^ *" LM ^ fou " d 
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ROB/A/ CANDY OPENS 
^ 4 CAN OF BEANS . . . 
jk MIKE SINGLETON 

SPILLS THEM 



June 1987 g** <f* / «V «&0u* tfu hasn't already been ,atd m detail m the 

I!>SUe mO, <U w ^ withdrawn* the **ue from taU> but then contented thtmielvetZuh 

extracting a written promise from Newsfield to be more cartful in the future The 

Released On uUatfy It also aimed C& VG u> hiccup, became apparently Palace had given 

May 28th mm^^ ^^^^ 041/0 



Not everyone on the LM team was made redundant. Graeme Kidd remained in place as an 
f ™Tc£° U l ^ mSoh ? ™* P ubl ^shing Executive, and Barnaby Page, LMs Subeditor, came 
to CRASH to become its Assistant Editor. Ciaran Brennan moved over to ZZAP' full-time 
And LM s closure was an ill wind which blew some good for the casual reviewers because 
™ T UOn f W f * Creattd as morc A™™* PCW8256 4 Joyces', used for writing, came 
* CRASH from the defunct magazine. CRASH itself had moved again, returning from the 
middle to the lower floor 

And another new-old face (re)appeared. While Roger Kean was editing LM at Gravel Hill 
Robin Candy started turning up for the odd chat. The strains of the previous year were 
exorcised, and with Roger's return to King Street and CRASH, Robin indicated he would 
like to start writing again, largely because he needed finance for his band, Ad Lib To Fade 
and because he had recently taken up skiing in Switzerland, which is an expensive pursuit! 
His first task was an article on the history of software houses and the changes in attitudes over 
the past four years. Robin s return seemed to complete the feeling that the old CRASH spirit 
was oacK in lorce. 

The new spirit ushered in video reviews, well aware thai there would be catcalls from some 
readers crying LM J . To be truthful, those first few were written for LM, but the reasoning 
behind including them had not been lost (in reverse) on the fantasy film magazine Star Bunt 
which every month reviewed computer games, CRASH readers, we argued, are likelv to be 
heavily into video-waiching, so it makes sense. And despite several mutters of protest the 
experiment seems to have worked well for most readers. 

Recent independent market research has shown that we were right - of a range of magazines 
armed at the youth market*, including SW./7«i and the weekly music papers, CRASH and 
Z/AF! readers came out as the most avid hirers of videos. You are also, it transpires from the 
same research, the biggest purchasers of blank audio tapes - though that's probablv a subject 
we shouldn't touch upon , . . ! ^ 

Not to be outdone by my Playing Tips Supplement in the May issue, Derek Brewster 
provided a special supplement for adventurers, which included two Smashes for The Pawn 
and Shadows Of Mordor, 

Robin Candy became involved in an interesting project almost immediately upon his return 
to the fold. As work on this issue began, Roger and Richard Eddy had visited programmer 
ete Looke at his home in Leicester to have a look at the part-completed Micronaut One, his 
first game for Nexus. At that time Pete had only designed three of the game's four tunnel 
networks with a special utility he'd devised. Everyone thought it would be a good idea if 
someone from CRASH designed the fourth and hardest. Richard volunteered. However he 
was due to attend a journalism course in London which cut across tunnel-designing, so Robin 
took the utility home and designed a network himself. He was never credited in the game 
but to avoid any accusations of hidden bias Roger and Barnaby mentioned Robin's 
involvement in the next month's editorial. And fortunately, when Micronaut One arrived it 
was quite good enough to speak for itself without any personal partiality to boost its rating 
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Synchronic^ is a bit like deja vu in reverse: if you hear or read a strange word you have never 

word used that is synchronic^. Early in the month of June, Roger K^n attended a software 
t^l L T by Mia(ftBSt - Mingling with themassed computer journahsts 
him hat they knew Newsfield was planning to break with its machine-specific tradition and 

h^rr^^r 1 ? 6 ? uber ^ C&VG - h *» ce «A » 

though, he said , he kept a 'poker face'. 6 ' 

Two days later Newsfield's advertising department offered up a plan for a multicomputer 

or ZZAP! but to complement them. A few hours later, when no-one outside Newsfield's 

EnR^^fS V d 1 * e Pr0P ° Sa1 .' S ° me0nC nwg U P fronl a to ask 

how long it would bebefore the new magazine would happen. It seemed like an omen' 

A few days later THE GAMES MACHINE was bom, in concept at least, aimed to publish 

£fESE£ T he ^r si T m a Ute September - fo ' mi « ht laW we KS! 

mai t-uture PubUshmg mtended launching Ace - now that's synchronicity ! 

Meanwhile CRASH was settling in nicely. Three more reviewers joined the stable: Robin 
Candy now doing comments, Mark Rothwell, a friend of the brothers Rignall, and then Nick 
* te<* read CRASH for three years and feh he'could tale S 

£?^,7 shou]d 5 rs V To °y >™ ° ut > R °g« asked him to do review comments, and so he 
too started coming m after school hours. His quiet, no-nonsense attitude quickly earned him 

Ti^ZxS 1 ' WSS dear P* il would « ot be l0 »S b ^re my temporary PlayinJ 
And in fact there was a fourth reviewer. Dominic Handy had been a regular visitor to the 
Towers over three years, usually to buy gunes ftom the mailorder depar^ent - hough his 
v,ews on some g^nes occasionally found their way into print via one or other of the Sm 

T^n h r dCn ^f '<*• As a film buff he was a natural for the new video 

section, and he started coming in more and more often. 

nl^i? 0pe ? CRAS K,e° nli « ued t0 exp^d. with features on special effects in The Living 
sSm^re 011 ' CODS ° Ie adding m ° re rcad «e matter to the magazine"! 

JZ^JZ^JFZS ° { this ? RASH was the ° /Ar ^-' Supplement. This had been 
arranged two months earlier m conjunction with the anarchic comic's publishers, IPC, and 
UtL, who were producmg a game based on its piggy antics. To my knowledge, this was the 
first ^me anything like this had been tried in a computer magazine, and wTwere im^S 
to ee the reaction. Predictably, « was mixed! Many thought it insulting to have a young 
children , ^conuc in CRASH, ye, newsagents had been moving it out of reach, cons*3 
OMKl s contents to be of a nature more adult than was suitable for youngsters 

We saw an early version of the game on the Commodore, were given a rather useless 
Spectrum screenshot (the background only), and to date, that's been that 



ZX SPECTRUM 



This directory gives details of every game and 
piece of educational software ever reviewed 
in CR ASH issues 1 -47 inclusive -that's nearly 
every Spectrum product of the last four years. 

Titles beginning with numbers are listed at 
the start of the directory, and titles beginning 
with 'The' are listed under their second word, 

There are a few utilities here, but the 
second half of the CRASH Directory (to be 
published in Issue 49) will include complete 
lists of utilities and hardware reviewed as well 
as indexes of atl the playing tips, maps and 
major features ever published in CRASH. 

The two sections of the CRASH Directory 
can be detached from the magazines and 
kept in the CRASH History binders, which will 
be available in early 1988, 



Four years of Spectrum software - 1,591 products listed 

THE CRASH DIRECTORY 



2St>Mastertron»c 72% 


35/36 


AdmirstCrafSpeelemjpiaUon 54% 


1/103 


Android 2\ortenWH 


2/13 




33/24 


Advenfure Adventure Software 84% 


36/151 


Anfractuos Players 46% 


39/116 


1934 Incentive 76% 


2/104 


Adventvrefand Adventure International 




AngtebaltMad.$\% 


46/28 


J9S5Master1iomc21% 


2S/20 


7/10 


14/104 


A olmatedStnp Poker Kroghtsoft 66% 


15/118 


J 994 Vision 75% 


3^52 


Adventures Of St Bernard Camel 1 Software 


Annate 0t RomePS&BS* 


38/77 


2003 A Space GtfdjfyOK Ironies 49% 


3./ 124 


58% 


4/66 


Antagonists Pie Addison Wesley 6/ 10 


19/94 


2U2Qe$^ Design B3% 


26/40 


Affaire Vera Cruz Irrf ogrames 85% 


34/96 


Antics Bug-Byte 90% 


6/9 


3 Deep Space Postern 44% 


1/97 


Afghan Attack Southern Software 6/ 1 0 


15/96 


Apocalypse Inf ogrames 


43/51 


3D Bat Attack Cheetah Soft 5 1 % 


6/109 


Africa Gardens Gilsoft 84% 


4/51 


Zljro/toJiDarkstar 70% 


5/83 


3D iunattack Hewsoo Consultants 90% 


4/16 


Aftershock Interceptor 98% 


34/95 


Apple Jam DKTronies 47% 


2/71 


3D Seiddab Attack Hewson Consultants 




Agent Orange A'nT 59% 


36/23 


ArcofYesodThorS9% 


26/1 ZS 




3/114 


Agent XMastertromc 85% 


37.117 


Archers The Mosaic 90% 


37/53 


JD fan* £to/ Realtime 83X 


7/88 




9/109 


Arc^orjArio1asoft83% 


16/21 


3D The Best Of Vortex Vortex 


42/15 


Air Defence CCS 


16/141 


Arctums Visions 57% 


3/39 


4Sf*JKGreye25% 


4/116 


Airbase InvaderC? Software 68% 


6/52 


Arena Bug Byte 67% 


46/67 


, 720°USGold81% 


47/26 


Airline Cases Computer Simulations 


40/104 


Arendarvon teste Addison Wesley 8/10 


16/102 


ADayln The L/feMicrorreg359% 


15/46 


AtrwQtf Elite 90% 


13/28 


Arkanoidimatfm 59% 


39 : 




2/38 


Atcatraz Harry Mastertronic 43% 


9/123 


Armageddon Silversoft 68% 


1/79 


ATRAMWeteten 


12/160 


A/dJem«f Imagine 85% 
Alien Argus Press 


2/13 


Armageddon Man Tfte Marts ch65X 


44/50 


A7V Simulator Cote Masters 66% 


46/130 


16/124 


Army Moves Oceari 54% 


41/16 


Academy CRl 92* 


36 


' Men 8 Ultimate 95% 


15/16 


Ar/artemCCS 


17/122 


Accelerator Century City 66% 


13/23 


Men Evolution Gremlin Graphics 75% 


42/35 


Artrstlt TteSoftek International 


36/133 


Ace Cascade 81% 


32/13 


, Alien Highway Vortex 88% 


29 : 


rf/titfTrttSoFTechnics 


17/122 


AceOfAcesUSGo\dE2% 


38 


Alien Swarm/Arena K-Tel 57% 


3/108 


AsftesPulsonlc49% 


5/101 


AcrojetUSQo\dBi% 


37/36 


Mens Electric Dreams 84% 


37/18 


AsWfera/?Mirrorsoft8/10 


18/104 


Action Biker Mastertronit 52% 


19/17 


Aliens (US version} Electric Dreams 45% 


47/14 


Aslenx And The Magic Cauldron Melbourne 


Action Force Virgin Games 35% 


46/28 


Ait Or Nothing bbbeyi.72% 


11/56 


61% 


34 14] 


Action Reflex Mtrrorsoft 88% 


31/28 


AlphabethA "W f Software 


16/104 


Astroclone Hewson Consultants 88% 


22 146 


Ad Astra Gargoyle 80% 


4/14 


AroaurafeMad 92% 


40/117 


AstronomerC? Software 


9/92 


AdderAttacktoogul6A% 


4/85 


1 American Football Argus Press 7 1 % 


13/125 


Astrontit Software Projects 81% 


12/36 
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The entry for each piece of software gives its name, producer and Overall 
CRASH percentage, and the issue and page of CRASH in which A is 
reviewed, as follows: 

title producer Overall* trow/page 
Early CRASHes rated adventures out of ten rather than 100, strategy 
games were not at first given marks, and educational software has never 
been given percentages - those aren't accidental omissronst 
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^Sfroru/orAstrocalc 38/48 

Athena Ocean 75% 45/ 2 1 

Atbfet e Buffer M icro 5 1 % 8-1 On 

dnt^ac Ultimate 92% 1/23 

and 2/37 

df/ante Cha)lengerV\r^n 48% 32/2 1 

Afftnfc MSd Software 6/ 1 0 8/73 

-4 ttas Assignment Virgin Games 6/ 1 0 6/76 

dtfacA o/fc/ter Tomatoes Global 89% 28/23 

4trf Wede/sefa?* Monty Gremlin 85% 44>/ 34 

dur Wiedersehen Pef Tynesoft 54% 7/40 

Austerlitz lothlorten 93% 24/80 
^/o Oft^Cases Computer SFmolations 44/95 

Automania Mikrogen 83% 7/7 

/Uw^rGremlin Graphics 85% 36/173 

B.C ^Imagine 73% Jtt 

for r J" es Software Projects 46%23/ 1 5 7 

SM*#mu/ator Code Masters 6356 37/ J 26 

BabaL tba Sitersoft 48% 19; ( 5 

fecAroStfwo/Microsphere93% 23/10 
SacA To The Future Electric Dreams 42% 24/3 1 
Backpackers Guide To The Universe (Part 1) 

Fantasy 83% 12/34 

Ban Crazy Mad 7334 to/34 

BattbiazerAcU vision 7 1 % 1 o 
t«>reaterCftl_64% 

Ballooning Heinemann 7 6% 5/54 

Barbortan Palace Software 85% 41/114 

fere-tow Central So lutions 29% 3 1 / J 1 0 

Barreidrop Games M actnne 65% 1/15 
Barry McGuigan World Championship Boxing 

Activision 88% 25/19 

Sarsak The Dwar/Gilsoft 53% 4/51 
Basic VocabuiaryQpf\on International 35/56 
Basil The Great Mouse Detective Gremlin 

Graphics 73% 47/122 

Batman Ocean 93% 28 ■ 1 ] 

Bathe 191 7CCS6M 2/88 

and 10/134 

Battle Axe Scott Johnston 7 1 % 44/5 1 
fiattfe Of Britain M icrogame Simulations 

• 46% 5/I4 

Battle Of Britain PSS 82% 37/96 

Battle Of The Planets Mikro-Gen 7 1 % 26/ 1 26 
Battle Of The Toothpaste Tubes K iel 50% 3/117 

(released with Castle Coktttz) 

Battle for Midway PSS l8 / j 26 

Battiecars Games Workshop 66% 13 .-4 ? " 

Battlefield Germany P$&42% 40^9 

Battlezone Quicksilva 74% 11/15 

flafly on &Pak Vol. 2H it Pak 85% 44/ 1 09 

Bazooka 8tii Melbourne House 42% 38/16 

Beach Head USGold 74% 24/ 1 3 

Beacb-HeadUS Gold 79% 10/ 1 4 
Beaky And The Egg Snatchers Fantasy 75% 7/90 

Beamrider Activision 69% 14/47 

Bear Bower Artie 90% 3/106 

feafcoa, r Romik39% 11/48 

Beatle Quest Number 97/10 27/73 

Bedlam Lottilon en 78% 1/102 
Benny Hill's Madcap Chase DK Tronics 78% 26/ 1 34 

Be warehouse Positive Image 66% 6' 1 08 

Btg Ben Strikes Back Artie 42% 23 / ] 0 

BigSieaie The Piranha 93% 43 q 1 
Big Trouble In Little China Electric Dreams 

40 •'] 

Biggies M irrorsoft 63% 30 | y 

Bimbles The Intech 79% 35 ■ 59 

S/m£wJoeTheUon7G% 3/55 

fl'o/oBy Vision Software 39" q r , 

&rds And The Bees The Bug-Byte 83% 2 '40 

flfoft The Rabbit 49X 2/38 

fifSWiHrirPSS74X M/gj 

fifrTte Virgin 83% 14/21 

tefr ttawfr Creative Sparks 92% 8/6 

Black Tower Dollar Soft 3/ 1 0 9 f- h 

8fadeAlleym&% 5/33 

fitted* The Yl/am'orCable Software 7/10 9/70 

BtaaerunnerCHL56% 27/128 

Block-Buster Compusound 76% 8/ j 4 

Blockade ftunnerfbom EM 1 62 V&5S 1/3 1 

Blockbusters Macsen 82% 13/5 ■ 

0/tre Max US Gold 78% 1 4/3 5 

B/ue RibandOCS 12/ 1 59 

Sftje r/jynder RlchardWif cox 90% 3/3 

Soooy fleawngThe Edge 94% 3 1 / 20 

Bobsleigh Digital Integration 88% 47/ 1 7 

Bodyswop Sine lair 14/111 



eooywortsGenesiB Productions 17/84 

ftW7teCRL9Q% 32/33 

Bomber Bob Fire bird 49% 21/32 

Bombjack Elite 92% 2 7'21 

Bombjack It Eiite 7.1 % 39/26 

flbmftscare DollarSaf t 60% 1 1 j 1 50 

Bombscare Firebird 74% 34 /24 

Sorrte/y Procom 77V$% 1/ 1 02 
flao* Of The DeadThe Essential Myth 88% 41 /64 

Booty Firebird 93% M/gg 

Bored Of The Rings Delta 48% 1 8/99 

Bossman Avalon Software 44% 7/52 

Boulder Dash Front Runner 93% 12 / 74 

Bounces Beyond 75% 29/ 1 1 7 
a °??£ ,>B fertySEskwo Capers Power Soft 

33% 11/24 

Bounder Gremlin 90% 29 ' 1 3 3 

Sour?fyfioOUSGoid85% 21 '26 

&>wfeLotusSoft57% i/iq 
firao 4 Stors The Gafctfc: Barbarians 

Express Software 75% 4/90 

Brain Damage SiJversoft 69% 1/ 74 

Brainache Code Masters 29% 40 £ 2 

8raxjrBMMicromega87% 9/20 

Breakthnj US Gold 43% 36/ 3 7 r 3 

Bioodaxe The Edge 86% 14/116 
Aran OputfA S Football Fortunes COS 42% 35/ 1 05 

tfnan fto? Bold CentraJ Solutions 58% 3 1 / 74 

finds Of Frankenstein 39 Steps 59% 43/83 

Brtdge Player If fCF% 27' 1 3 1 

flr/sfies Statesoft 75% 1 4/32 

Broad Street Mind Games 81% 1 7 '> Q 

firuceteeUSGold9l% 16.^8 

flutote StofiWe Firebird 90% 45 ■ ] 5 ■■■ 

Bubble fluster Sincla ir 57% 6/ 1 2 

&hWe Trouble Arcade 63% 2/71 

Si/fjWer Ultimate 78% 41/^9 

A/ccanewRrebird 49% 33/128 

flue* ffogers US Gold 67% 20/ ] 24 

S^g5/as?erCrystal Computing 68% 3/83 

fiug£yeslcon62% leVfjft 

eugaooor7TwfteaJQuicksilva92% l/ifi 

fiuggyS/asfFirebird9]% tftiifl 

6o^yCRL84% 37/5" 

flu^e 7Tw lothiorien 1 8 | . 

flu/./ >ft//? Phipps Associates 33% 3/29 

Butt Tables Lotus-Soft 2 & 

ft///seye Macsen 45% 33/ 11 6 

Sump Set Spike Mastertronic 38% 34 f 1 3? 

Buriabeast Kerian UK 54% 7/37 

flufen Ward Guy Advance 65% 38/ 1 5 

Butterfly Pulswic 17% 5/04 

flyfeCCS5?i/!7% 2 / 75 

C5 dive Scorpio 65% 17/119 

Caesar TTre Cat M irrorsoft 7 1 % 5/62 

Caesar's 7rah?fe Mirrorsoft 21/92 

Cagara Players 39% 31/23 

Calf Me Psycho P»rate 47% 4f> 3 25 

Cametot Warriors Anolasafl 82% 35 , -j Z ' 

Captain Ke^Quicksiiva 63% 34, 1 ; 

Captain Slog Alpha Omega 30% 33 V, 

CaJ r Q/reSimtron75% 16/22 

Camrva/Eclipse 75% S/U0 

Carpet Capers Termmar 14% G/60 
Casey Jones BEaby Computer Games 68% 6/12 

taswto /?oya/OCP 62% 1 5 / 30 

Castle BlackstarSCH Adventures 75% 2/103 

Castle BlacksfarQDS \ 4 /g 5 

C^sf /e Coto K Jel 50% 3/117 

(released with fiattte Of TTre Toothpaste Tubes) 

Castles andCloHnsMacmWtm 16/ 1 04 

Catch 23 Martech 56% 43 /gg 

Category Names Options fntemstionai 35/58 

Cafwa/A Power Soft 63% 11/152 

Oit//rtran Palace 91 % ia/34 

Cauldron It Palace 91% 31/113 

Cavalon Ocean 86% 7/39 

&wrrjarrCRL28% 3/53 

Cavern F«r?rer Bug-Byte 89% 3/9 

Caverns Of Kotonia Atlantis 46% 31/17 

Caves Of Doom Mastertronic 58% 26 "< S 

CeftftjnofisReakt0r23% 46." 138 

Challenge 01 The Gobots Reakttir 37% 43/95 

Championship Baseball Activision 33% 43/30 

C/iampww/?/paKAetoffGameslar37!lfi 44/22 

Chaos Games Workshop 16/120 
Charlie's Chocolate Factory Hill MacGibbon 

6355 19/38 



Chemistry Merit/Cloud 90% 19/104 

Chequered Flag Psion Sinclair 71% 3 /88 

Chiller Mastertronic 42% 15/12 

Chimera Firebird 7 1 % 24/40 

Chinese JugglerQtean 79% 1 1 /45 

Chinese Patience Atlantis 68% 20/39 

Oropper^RAR57% 3/90 

Chronos Mastertronic 55% 41/21 

Gtoe*/e£&A&F80% 2/14 

^cJf/e£fl£//A&F81% 17/12 

0wArw/?CCf79% 4/36 

Circus Digital Fantasia 66% 5/90 

CityTenru nal Software 44% 4 .• 3 7 

City Slicker Hewson 27% 35 . • 

City of Death The Red&hift 13/101 

Classic Muncher Bubble Bus 41% 39/24 
Classroom Chaos Central Solutions 7/10 28-95 

Cierky Unique 43% 7 /3$ 

D/rYWangerNewGeneration63% 30/13 

Cfose-foPuisonic31% 5/33 

OuedoLeisure Genius 81% 20/38 

Oo£va Ocean 93% 35/141 

Code Name Mat It Domark 8 1 % 20/ 11 2 

C0£terVameMayMicromega93% 4/26 

GoftrtfcrPriipps Associates 8/ 1 0 7/74 

Colony BuHdogSoft 45% 40/116 

Cb/ossusflr/fOfgeCDS70% 36/174 

Colour Of Magic The Pi ranha 88% 37/52 

Combat LynxDuieU 88% 10/94 

Comet Game Firebird 58% 29/3 1 

Commando Elite 94% 24/130 

Commando Double Play 5 / 1 0 28/92 

Composer Contrast Software 16/56 

CcvT7pufef-CcKJ*3oo>(r?]eBug'Byte 6/99 

Computer Science Vi sion Software 39/96 

Computer Wordsearch Softfirm 33% 25/25 

Corr-(?wesr Mastertronic 39% 31/23 

Confidential Radar Games 19/93 

Conflict foartech Games 10 ■' 1 3^ 

Conflicts 1 PSS 42/71 

Cort?fc/s^PSS 44/50 

Confrontation M C Lothlorien 45% 3/82 

Cmhizion Incentive 86% 16/34 

Connecf 4 s Atlantis 72% \ 5/45 

Conquest Cheetah Soft 24% b/43 

„ and 10- i v. 

Conquestador Melbourne 65% 34/ 1 44 

Contact Sam Cruise Microsphere 93% 36/34 

Convoy Budgie Soft ware 25% 21 ■■' 1 2 J 

Con voy Raider Gremlin Graphics 56% 43/9 7 

Gop-GtrtMikro-Gen65% 37/107 

Copy Cats/Spell Cats Key Software 37/48 

Co/eAiF68% 29/ 32 
Corn Cropper Cases Computer Simulations 40/104 
Corridors Of Genon New Generation 72% 1/28 

Cosmic Cru^serimagine 54% 3/5 1 

Cosmic Srmdi i46sor&er Martec h 36% 41/24 

Cosmic WartoadOcean 88% 26/ 1 ^6 

Costa Capers Firebird 64% 27 

Count With Oliver Mirrorsoft 44/94 

Countdown Central Solutions 79% 31 / j 

Counfdawr? Macsen 33% 33/23 

Country Cottages Ste King Software 62% 12/1 86 

Covenant The PSS 83% IO/45 

C/as^Mogul33% 4/27 

&Yd«?fTJQwen45% 7/J3 

Cnf/car Afess Durell 90% 23/24 
Crown The - part one. Journey Wrlghtchoice 

72% 42/62 

Crown QfRamhotep The Tartan 46/ 1 04 

(released wth The Prospector) 

Cru«re^tfae*Mikro-Gen62% 2/73 

Crusoe Aul omata 5% 1 0 M 08 

Cu/se OfShaieth Central Solutions 6% 27/75 
Qjrse Of Sherwood The Mastertronic 56% 39/ 1 1 7 

Corse Of The Seven Faces Mtc 7/10 13/102 

Custard Kid The Fun KGames 65% 22/78 

Custerds QuestThe Power House 90% 44/67 

Cyber Zone Crystal Computing 85% 3/ 1 06 

Cybertanks Star Dreams 58% 1 j 34 

Cyberun Ultimate 90% 28/26 

CyfW'ffunCaltsto58% j^o" 

Cyclone Vortex 79% 12/75 

Cytu Firebird 79% 19/14 

Cyrox The Power House 46% 40/2 5 

D-Day Games Workshop 83% 1 1/2 1 

Daley Thompson s Decathlon Ocean 82% 10/94 

Daley Thompson 's SupertestOcem 76% 22/2 1 



Darnbnsters US Gold 75% 21/) 4 

Gan Dare Virgin 92% 32/16 

OaidyElec trie Of earns 84% 35/ i 45 

Dangermou.se (IMW) Sparklers 56% 32/14 
Dangermouse {In Double Trouble} Creative Sparks 

75% 10/141 

Oargonscrypt Venom Games 69% 45/93 

Oar* Empire Lothlorien 60% 43/50 

Dark Sceptre Firebird Goid 88% 47/ 1 1 

dart Star Design Design 89% 11/97 

flartrAutrjmataUK53% 7/51 

fls/e/ Sound Sampler Datel 36/ 1 36 

DawnssteyTopTen 19% 44/28 

flaydf fhe Sfess/oed Softlee Systems 18/110 

DaacAratars Ariolasott 85% 34 ; 13 8 

Dead AtThe Controls Artie 6/10 15/100 

Deadnnger- Realtor 42% 43/91 

Death Chess 50Q0M\z Compul se 69* 7/38 

Deafn OufSerNobte House 62% 3/124 

Deaf/? OrGloryCRL 36% 47/20 

DwmSfar Rabbit 54% 6/108 

Death Wish ^Gremlin Graphics 45% 49/ 1 28 

Deathscape Afiolasoft 57% 42/ 34 

Deathstar Interceptor System 3 92% 15/ 1 1 6 

DeaWi^eQuieksilva76% 25/113 

Decimals Key Software 44/93 

Decor WrecAers Scorpio Software 53% 8/ 1 1 

Deeds Of Glengarry Hal! The Terminal 22/ 1 25 

Deep Strike Ourell 79% 36/ 1 83 

DercomQuicksilva45% 37/106 

Deferrda Irrterstella 89% 4/86 

DefleMar Gremlin Graphics 77% 47/122 

Deft/s;of?/>lformsK'Tel52% 5/101 

Dekorating Blues Alpha Omega 38% 33/ 1 27 

Delta Wing Creative Sparta 90% 10/ fi 
Demon From Trie Darkside Compass 84% 35/71 
Denis Tnrougn The Drinking Glass Applications 

B3% 3/21 

Desert Burner Creative Sparks 48% 20/16 

Desert Hawk Players 47% 31/24 

Desert Rats CCS 88% 26/ 1 2 1 

Desrgner $ Ferto/ Actrvision 1 5 / 39 

Desperado Central Solutions 6% 27/7 5 

Desnucto Bulldog 38% 44/28 

Deus Ex Machina Automata UK% 10/52 

f^;f /fides fa 7?>eCarnell Software 53% 4/126 

Oei^s&arttfGHsoft77% 5/87 

Dewte&ovmMastertronic54% 27/134 

Dr-lr;/)riim/./rYHewsonConsuFtants61% 4/1 15 

Diamond (?uesf CCS 4% 6/76 

Dimension Destructors Artie 68% 2/74 

Dinky Digger Postem 33% 3/54 

Disco Dan Gem Software 85% 5/9B 

DiscsOf Deam Artie 31% 23/155 
D/seaseDodgersSindair/Macmillan 15/111 

DutMi«eCCS65% 9/100 

Dizzy Code Masters 78% 46/ 1 34 
Doc The Destroyer Melbourne House 41% 40/25 

Dodge Ofy Phoenix 57% 2/103 

Dodgy Geezers Melbourne House 86% 38/9 1 

Dogfight Slogger Software 4 7% 9/ 1 3 

Dng%of 2j07Starligtit56% 41/1 16 

Dogsbody Bug Byte 65% 23/22 
DonYSuy TnrsFirebird 39% 17/46 
Dor? 'f Faroe Firebird 70% 18/22 
Don't Panic - Panic Now Dented Designs 

71% 41/61 
Donkey KongQceanm 37/27 
DootnbvgS Workforce 67% 1/82 
Doomoatk s Revenge Beyond 13/98 
Doomsday Castle Fantasy 87% 2/26 
Doomsday Papers 7?)eMatand 7/ 1 0 28/89 
Dom/DolterSoft68% 7/91 
Double Take Ocean 74% 37/ 1 1 8 

Double TnawWeSterlrte 43% 3/117 
| DfiwnT0£a/tfiFirebird47% 42/95 
I Dr FrankyAnd The Monster Virgin Games 
I 76% 3/89 
\ Or.WhatCHim 35/128 
DraariaCRL 89% 37/54 
Dragons larrSoftware Projects 54% 34/152 
DfagD/KfeaweQuicJtsfclva54% 4/84 
DragonforcHewson Consultants 92% 16/20 
Draijfinr5 035is71% 3/37 
Draughts Genius Rack-It 68% 45/29 
I Dn?adrwwgfrfsMCLothlonen65% 5/99 
I Drt/ter Incentive 97% 47/24 
I DnllerTanks Sine lair 62% 6/53 



Drive In The Fantasy Software 70% 13/14 

DrwdFFfelwd90X 35/147 

Dukes OtHazzardmef>3% 15/36 

Dun Darach Gargoyle 97 % 18/16 

Dungeon Dare Central Solutions 7% 28/95 

Dynamite Dan Mirrosoft 94% 18/26 

Dynamite Dan II Mirrorsoft 93% 32/2 8 

Earth Defence Artie 63% 2/37 

Earthshock Eighth Day 79% 42/59 

EastfrontOCS% 14/125 

Ed-OnCObn 4/39 
Eddie Hidd Jump Challenge Software Communlca 

lions 56% 11/46 

Eidoton The Activision 76% 36 / 1 7 

£«fifcAtlanti5Saftware73* ' 9/94 

Electron Mastertron ic 37% 8/99 

Electronics Kit Westex Electronics 38/46 

£/ev9torAcfjortQuicksilva72% 37/24 

Eleventh Hour Venturesoft 7% 29/89 

Elite Firebird 92% 22/28 

Emerald tste Level 9% 16/113 

Empires Imperial Software 10/ 1 34 

frrcounfer Severn Software 45% 4/117 

Endurance QR L 69% 24/ 1 4 

f*di/rar>c-eCRL69% 24/14 

Enduro Ad iveion 67% 10/54 

Endutv Racer Activision 92% 40/16 

Energy 30, 000 ELM Computers 73% 2/12 

Enigma Force Beyond 88% 26/ 1 28 

Enterprise Melbourne House 59% 41/115 

Equinox Mikro-Gen 87% 30/34 

Erie And The Floater sSinciarr 60% 6/54 
Escape From Adsar ^Digital Fantasy 6% 7/70 
Escape From Singe's Castle Software Projects 

83% 39/120 

Eskimo Eddie Ocean 78% 4/29 

Estimator RacerSi^\f 13/40 

&/fe*a.'Dornark7% 12/128 

EveningStar Hews on 53% 45/ 28 

Everyone's A Waify Mikro-Gen 93% 14/ J 13 

EvilCrown Mind Games 77% 24/181 

Evil Crown The Mind Games 77% 24/ 1 8 1 
Excalsbur Sword Of Kings Alternative Software 

83% 47/40 

&fOforrHewson90% 43/14 

Explorer Eieetnc Dreams 32% 38/ 1 0 1 

Express Raider USGold 47% 41/25 

£>ffermirwforSilversoft82V&% 1/95 

E ttneator Precision Games S% 29/90 

EyeOfBainThe Artie 8/10 11/120 

Fi 6 Strike Eagle M IcroProse 84% 42/ 1 9 

FA Cup FootballWgiT] 64% 27/ 1 26 

FacforvGreartowf Poppy Soft 90% 6/97 

Farirerj/jertJO0DSortstQne81% 13/60 

FaiffigMThe Edge 95% 22 ? 6 
Fairlight 11 Trial Of Darkness The Edge 8 1 % 36/ 33 

Falcon Patrol li Virgin 56% 17/ 14 
Falcon The Renegade Lord Virgin Games 

64% 42/24 

Fa/WandsS2PSS33% 27/83 

Fall Guy Elite Software 76% 12 '86 
FaiiOf Rome The Argus PressSoftware 55X8/101 
Fantasia Diamond Hewson Consultants 

10% 5/74 

Fantastic Voyage Quicksilva 78% 16/ 1 3 2 

Fantasy The Mediandrold 49% 43/74 

Fast And The Furious The GO! 63% 46/ 1 40 

{released with Thunderceptor) 

Fat Worm Blows ASparkyDure\m% 34/143 

FeudBulidogSoftware91% 38/28 

FitthQuadrant The Bubble Bus48% 44/27 

Fighter Pilot Digital fntergratcon 86% 2/93 
Fighting Warrior Melbourne House 73% 22/ 1 4 

Final Matnx The Gremlin Graphics 75% 41/ 1 1 2 

Final Mission The Incentive 7% 10/106 

Finders Keepers Mastertronic 85% 13/124 

Fire On 77re Water Arrow 14/1 00 

Ftrefbsb Abacus 78% 1/88 

Firehawks Postem 51% 1/19 

Ffre/ordHewson91% 35/23 
Firework Music. Water Music Software Cottage 
16/63 

F/sfW Melbourne House 58% 38/100 

Flash Gordon Mad 42% 43/22 

Flight Path Amog4% 16/31 

flun*yPiranha6Q% 44/104 

Fiyer Fox Bug Byte 63% 26/23 

football Director D&H Games 13% 45/ 1 22 



Football QwkQuiz Rommans 2 1 % 26/ 1 25 

Footballer Of The Year Gremlin 68% 37/28 

Forbidden FrwfTansoft 73% 14/121 

Forbidden Pianet Design Design 86% 26/30 

Force Fighter Perfection 68% 3/54 

Force The Argus Press 68% 30/56 
Forest At Worlds End Interceptor Software 

6% 10/107 

Forest TTre Phipps Associates 1/27 

Forgotten Ofy Hawk 8 7% 38/92 

Format 4 Kit SPfl Orion Software 3/95 

Formula One Spirit Software 25% 8/ 1 2 

FourMnutesroAtfdn^8thDay76% 39/52 
Fourth Protocol The 

Century Hutchinson 9/10 19/9 1 

Fractions Key Software 37/49 

Fractions 2 Key Software 44/93 

Frank Bruno s Boxing Elite 86% 19 v ; :i 

F rank N Stein PSS 80% 9/ 1 24 

Frank The Flea Megasoft 57% 27/1 30 

Frankenstein I c on 76% 18/24 

Frankie Goes To Hollywood Ocean 94% 19/34 

Fr«fQuicksliva83% 3/84 

Fteddytfardesr0cean84% 47/27 
Freds Fan Factory Software Super Savers 

44% 12/135 

Freezes Si Iversoft 61% 2/101 

French Vision Software 39/95 

French Crosswords AVP Computing 35/59 

French Dictation AVP Computing 35/59 

French Is FunCDS 2/97 
French Listening Comprehension 1 Softlee System 
18/112 

French Vocabulary Rose Software 19/ 1 04 

Friday The iMDamatk 32% 29/130 

Frightened Fantasy Dented Designs 7 8% 42/62 

Frootioop NTD Software 50% 6/14 

frasf Byte Mikro-Gen 86% 35/139 
Fruit Machine SimttlatorCode Masters 30% 47/126 

Full Throttle Micromega91% 7/6 

Funhouse Pacific 151 00 

Future Kroghf Gremlin Graphics 76% 36/21 

Future Tense Mystic Software B5% 46/ 1 03 

Future Zoo Ciwyd 43% 33 /97 

GeForce Euro-Byte 79% 4/ 1 23 
GFL Championship FootbafiGamestat 40% 44/107 

Galactic Warriors Abacus 67% 1 1 73 

&jrtefron8ulldog29% 43/19 

GaiKpoiiCCSm 35/126 

Gaivan Imagine 65% 35/ 1 50 

Game Over Imagine 55% 44/6 
Games Designer Quicksilva/Software Studio 

92% 2/40 

Gaiters' CCS 58 tt% 1/73 

Gatecrasher Quic ksilva 74% 7/86 

&?t/rrttefUSGotf92% 37/16 

Geoff Capes Strongman Martech 78% 24/42 

Geography Vision Software 39/95 

Geny the Germ Firebird 45% 27/136 

Gtotf Hunters Code Masters 7 7% 41/20 

Ghost Rider Positive image 60% 10/2 1 

Ghostbusters Actrvision 60% 13/110 

Ghosts NGobtinsme 95% 30/29 

Ghouiies IMS Software 17/102 

Giant '$ Revenge Thor 64% 9/95 

GittFrom JTie Gods Ocean 84% 13/54 

Gilitgan '$ GoldQcean 79% 11/102 

Gladiator Domark 77% 24/21 

Gted«fprDomark77% 24/22 

fflassQuicksilva82% 18/36 

Glider Rider Quk ksilva 80% 34/18 

Gfog-GlugCRL7%% . 4/123 

Go To Wef/Triple Six 70% 19/45 

GobsropperCairsto66% 5/35 

Gods 01 War TTreNebuta Designs 86% 47/39 

Goid Run Macsen 35% 32/20 

GoiW/ftjSttThornEMI63% 1/31 

Golden Mask The Compass 74% 4 1 /62 

Goo7i/esUSGald60% 35/41 

GotehaBlaby77% 1/14 
Graham Gooch's Cricket Audiogenic 65% 25/ 1 3 

Grand National!} ile 79% 16/36 

Grand Prix Driver Britannia 55% 1/74 

Grand Pnx Simuiat or Code Masters 42% 45/23 

Grange Hill Argus Press 70% 40/52 

Great Escape The Oc ean 96% 35/16 

Great Fire Of London The Rabbit 71 % 22/ 1 42 

Great Space Race Legend 44% 13/118 



Greatest Show On Earth Central Solutions 

„ 31* 33/27 

Green Beret Imagine 88% 28/ ] l g 

Gramas Adventure International 17/98 

Greyfeff Starlight Software 67* 58/37 

SfW fla/rtf M C Lothfonen 59% 5/86 

GmMfyfCOSfiK 4/38 
GTtffu/7/»erQuicks(lva/SalafTiarMJer46 1 ^ 1/104 

Grimbte Microtech 5 9* 33/98 

Groucho Automata 6616ft 1/42 

Ground Zero Artie 75(5 10/107 
Growng fiwns Of Adrian Mole The Virgin 

A8» 39/51 

Guardian The PSS 68% 2/39 

Guest The Stephen Wads wort h 67* 45/92 

fiiwfo Blaby Computer Games 55% 10/20 

Gunfnght Ultimate 92% 25/60 

Gunrunner H ewson 65% 41/34 

GurisfopMicroProse92* 47/18 

Gunsfar Firebird 62% 37/ 1 24 

Gyron Firebird 93* 14/16 

W. LR.O. Activislon 75* 10/ 1 3 

WflWSthOayBS* 34/93 

WacAefActwlsionSl* 23/38 

Hades Nebula Nexus 51% 43/3 2 

Haliey's Comet Eclipse 21/15 

Hampstead Melbourne House 7/10 10/ 1 04 
Hamptons Caught 6.5 ides Software 43* 7/ 1 2 

Handicap Gol/CftL 8 1 * 4/37 
Happiest Days Of Your Ufa Firebird 64* 34/34 

Hardbatl Advance 64* 34/32 

Harry Goes Home Pulsorric 32% 5/37 

Harvey Headbanger Firebird 80* 37/120 

Havoc Oynavision 59* 13/127 

Hawks Lotus Soft 75* 1/91 

Head Coach Addictive 33% 33/ 1 1 4 

Head Over Heels Ocean 97* 39/20 

Heartland firebird 92* 31/26 

Heavy On The Magick Gargoyle 9/ 10 29/87 

Heist 2012 Fi rebird Si I ver 1 2* 45/129 

Heitchopper Firebird 67* 18/11 

Hemre Melbourne House 72% 14/ 1 3 

Helm The Firebird 18/ 1 1 5 

Henry's Hoard Alternative 65% 27/ 1 3 7 

Herbert's Dummy Run Mikro-Gen 90% 18/116 
Were And There With The Mr Men ffl irrorsoft 14/ 1 1 0 

Here Comes The Sun Aliigata 5/ 1 0 5/76 

Highlander Ocean 57* 37/ 1 1 4 

Highway Code CRL* 15/21 

Highway Encounter Vortex 95% 20/122 

Hijack EtectTic Dreams 86% 31/115 

History Mystery Argus Press 111/ 1 1 2 

Wrue Firebird 78% 37/105 

Woojs Focus Quicteita 70% 28/32 

Holiday In Sumaria Pirate Software 16% 46/1 32 

Hollow The G fooft 15/95 

Homicide Hotel Wa llsoft 84* 44/59 

Hort'ne Qu^Chalksoft 44/95 

House Jack Built The Thor 73% 11/100 
House Of The Living Dead The Phipps Associates 

, 59% 2/3B 
How To Be A Complete Bastard Virgin Games 

u 73* 45/13 

Wow To fie A Hero M A D. 70* 40/111 

Howard The Duck Acti vision 6 1% 41/110 

Wowza/Wyvem Software 53% 7/13 

Howzat Alternative Software 1 1 % 37/ 1 26 

Hubert Blaby Computer Games 62% 10/139 

Wu/frTtoAdventure International 8/10 8/72 

Human Torch Al I American 56* 30/ 76 

Humpty Dumpty Mystery The Widgit 2/97 

HunchbackQcean 66% 2/73 

HunchbackAdventure0ceanB6% 33/97 

Hunchback if Ocean 85* 13/42 

Hunter-Kilter Portek 6 1 % 1/% 

WypndStartight 48% 44 . ;j h 

Hydrofoot FTL9G* 41/14 

rf)i»ANtfAtlarrti560% 27/24 

Hyp&tafl Telecomsoft 56* 37/ 1 ( )8 

Wjper'4cfroffSiiuersoftfi4£ 9/ 103 

Hyperblaster Lothiorien 73* 7/5 1 

Hyperbowl Mastertronic 76% 37/ 1 24 

Wypersportslmagme92* 19/25 

Hysteria Software Proiects 78* 45 1 6 

I Bail Firebird 90* 39/112 

/fia//^ Firebird (Silver) 90* 45/126 

t Of The Mask Electric Dreams 92* 23/49 

I'm tn Shock Artrc 55* 2/15 



Ice Temple The Bubble Bus 75* 35/ 30 

Icicle Works Statesofi 76% 17 f4B 

Illustrator The Gilsoff 14 ] CS 

imagination Firebird 75* 39/5 3 

/mpos^aoatf Hewson B9* 37/116 

Impossible Mission US Gold 76% 22 /88 

Incredible Adventure The CRL 2/10 5/75 
Incredible Shnnkmg Man Mastertronic 

28/16 

fodww Jones And The Temple Of Doom US Gold 

65* 46/131 

indoor Sports Advance 50* 41/32 
Inferno The Richard Shepherd Software 8/10 
8/71 

imratori)& Gold 72* 35 1 as 

Inheritance Infogrames 86% 4 1 /65 

Inspector FlukeitTopT^nim 43/72 

InsurgencyCCS 12/159 

intermediate Level French Scisoft 20/83 

intermediate L evel Maths Scisoft 15/110 

International Karate System 3 68% 24/22 

Into The Eagle s Nest Pandora 82% 39/109 

Invader Cube Oasis 69* 3/3 7 

invasion Force Micromania 84* 3/46 
Invasion Of The Body Snatchas! 

Crystal Computing 69M 1/90 

It's A Kflodrouf Ocean 39* 37/26 
It's Only Rock 'N'Roli/Tomb OfDrac K-Tel 

41X 3/30 

It s The Wootufi Crystal Comput»ng44% 5/20 

nvoJ/ma PSS 60* 30>55 

Jack And The Beanstalk Thar 68% 7/92 
Jack Charlton's Match Fishing AW Igata 74% 18/48 

Jadr/n ftajytertdTurtle Software 20/82 

JackfnMagrcIandlurt\e Software 17/86 

Jack The NipperGremhn Graphics 93* 30/ 1 6 
Jack The Nipper If Irs Coconut Capers 

Gremlin Graphics 87* 46 1 -.'A 

J&rtrfeandlWtfeBulkJog41% 41/105 

Jail Break Konami 47 * 36/25 

Jasper Mlcramega 91* 10/98 

Jet Set M%Software Projects 95* 4/8 

Jet Set Willy II Software Projects 61% 19/45 

Jewels Of Darkness fta<nbird 94* 36/ 1 48 

Jewels of Babylon Interceptor 13/96 

Jock And T>me Rings Atlantis 32% 29/25 

Joe Blade Players 84* 44/30 

Johnny Reb II Lothlorien 82% 33/53 

Jokers Wild Phoenix 69* 3/29 
Jonah Harringtons Squash New Generation 

A?* 17/118 

Journey The Temptation 13/104 

Journey '$ EndMaster Adventurer 23/ 1 26 

Judge Dredd Melbourne House 42* 38/24 

Juggernaut CRL 73% 19/118 

Jump Unique 70% 9/ 18 
Jumpy Snake Blues, Honky Tonk Software Cottage 
16/63 

Jungle Jumble Argus Press 19/ 103 

Jusf imagine Central 59% 25/ 1 09 

Kai Temple Firebird 40% 34/ 2 1 

Kane Mastertronic 54* 33/114 

K*f7rapDomark84* 36/187 

Kayleth US Gold/Epyx 86% 37/51 

Keller RingR^br 47% 43/32 

Kentitla Micromega 1 0/ 10 \Q/ 1 1 3 

Key Of Hope Games Workshop 1 7/ 1 03 

Key To Time The Lumpsoft 7/10 1 2/ 1 7 2 

Kick Boxing Firbird Silver 41 % 42 ? : 

Kiddisoft Tape Maganne Kiddisoft 21/92 

Kidnap Spa rklers 49% 30 ' ? P , 

Killed Until Dead US Gold 93* 42/96 

Killer Knight Phipps Associates 64* 3/90 

Killer RingReaklw 47% 43/32 

Kmetik Fi rebird 7 1 % 40/ 1 20 

King Arthur s Quest H ill MacGibbon 1 4/99 

Kingdom Of KrellTheAiKO 86% 39/53 

Ktngs Keep Fi rebird Stiver 42% 36/ 1 89 

^'re/Addictive 85% 29/24 

Knight Driver Hewson 59* 4/36 

Knight Games 11 Black Knight 66* 33/5 7 

Knight Lore Ulti mate 94% 12/ 1 6 

Kntght Rider Ocean 39% 33/116 

Knight Tyme Mastertronic 94* 29/ 1 8 

Knockout Mikrogen 62% 2/70 

Kracfouf Aliigata 52% 18/24 

Knuckfebusters Melbourne House 52% 40/1 22 

KobyashiNaru Mastertronic 83* 40/51 



IV 



Kokotoni HWEIite 84* 9/103 
Komplex Legend 72* 17/ 1 1 

/fovHrnr'sGotf Imagine 58% 37/1 i 3 

Kong Strikes fiacrtOcean 73* 1 3/ 1 30 

Koronis Rift Actmslon 70% 40 ■ 3 0 

Kosmic Kanga M Icromanla 88% 7/47 
KosmtkPirate Elephant Softwafe4/!0 9/14 
Krakatoabhbex&ZX 2/70 
Krakout Gremlin 46* 40 ' y- 

KwwFuBug8yte77* u^p, 
KungFuMa$terUSGold56% 31/16 
Kwahi Melbourne House 86% 36/ 1 49 

Labours Of Hercules The Terry Taylor 73* 45/92 
Labyrinthion Budgie 60% 3 1 / 108 

Landfall On Rotlus C*wyd Adventure Software 

62% 38/93 
Language Vocabularies Options International 

35/58 

Lap Of The Gods Mastertronic 80% 33/124 
Laryssra Queen Of Diamonds Incentive 87*46/105 

Laserwarp Mikrogen 77* j/41 
Last Mission US Gold 48* 44/24 
Lazer Wheel M AD, 43% 47/1 27 

LazerZone Qulcksrfva/Salamander 8 1 * 3/20 
Lazy JonesTerminaf 63* 14/12 
/.eader&wdUSGoldSO* 39/16 
L eague Challenge Atlantis 28* 38/ 1 1 2 

Learning to Read Music Rose Software 16/62 
Learning With i eeperSoftware Projects 16/ 1 05 
Legend Of Apache Gold The Incentive 88% 38/90 
Legend OfAvaion The Hewson Consultants 
, 91* 10/50 
Legend OfKage Imagine 50* 37/ 1 09 

Legend Of The Amazon Women US Gold 
, 70% 29/116 
I egions Of Death Lothlonen 84% 37/97 
Leonardo Creative Sparks 17/93 
iesflfcsFSS75% 6/107 
Letaset Eclipse 21/21 
£eve/5MAD.53* 47/126 
Leviathan English Software 52% 43 /84 

LightforceFTim 34/17 
t ightmagic New Generation 16/53 
Little Computer Peopie Activision 57* 38/33 
Living Daylights The Domark 63* 43/94 
Livingstone I Presume Alhgata 77* 41/ 1 10 

f-dcoAlligata 44% 38/18 
Locomotion Mastertronic 81 * 17/21 
Lode flwvrer Software Projects 8 1 * 12/38 
ioflda/r4dve/jfufteFridaysoft6/10 21/109 
/.oertSharp Mirrorsoft 44/93 
Loony Lander Software Super Savers 38% 12/185 
{.oonyZaoPhipps Associates 85* 3/107 
Lord Harry i, Lady Harriet Lotus Soft 62 V** 1/91 

Lord Of The Rings Melbourne 9/10 26/92 

L ords Of Midnight The Beyond 10/10 7/72 

i ords Of T/me Level 9 Compul ing 3/30 
Lost Gnomes The Eric Bean Adventures 

6/10 5/76 

Ludotds Bug Byte 6/10 24/ 1 68 

Luna Atac Atlantis 55% 31/18 
Luna Crabs Micromega 61 Vz% I/43 

Lunar MmanU\\\ma{e 95% 1/88 

Lunar Rescue CRL 2 7* 3/83 

Macadam Bumper PSS 87* 2 1 /48 

Mad Nurse Firebird 31 * 39/18 

Madcap Manor Gi Isoft 6/ 3 0 22/123 

AtedteffV Gamma Software 51% H/15 

Mafia Contract Atlantis Software 7/10 12/ 1 20 

MajSaC0nf/'acf//Atlantt&85* 31/73 

Mag Max I magine 67% 42/20 

W^p'cMacmilian 22/30 

Afa|fiifc(^sf^Gilsoft76* 4/52 

Magic Meames CDS 58* 2/90 

Magic Roundabout CRL 5 1 * 12/ 1 88 

Md^cfeSincteir/Macmlflan 5/68 

Mailstrom Ocean 59* 35/ ] 32 

Malice In Wonefertantf Sentient 5/ 1 0 20/94 

Manage Cases Compute r Simulations 40/ 1 05 

Mandgragore Infogrames 79* 30/6 3 

Mantronix Probe 73% 29/ 1 1 5 
Marble Madness Construction Set Me Iboume House 
36/136 

Mario Bros Ocean 45% 41/26 

Marsport Gargoyle Games 95* 22/ 1 2 

Martianoids Ultimate 58* 40. v4 

Mash I Gremlin 81% 45/130 

Master Mariner Atfantis 7 1 * 9m" 



MasferCVMag^ Mastertronic 86% 31/72 

Master The Antarctic 30* 10/24 

Masters Of The Universe US Gold 28% 38/17 
Masters Of The Universe Adventuresoft 

34% 44/68 

Match Day Ocean B65E 13/50 

Match Point Psion/Sinclair 89% 8/7 

tfafctog Pairs CCS 47% 9/ 1 2 

MafrarSalamander Software 60% 6/6 1 

ttrtt ucas Players 84% 40/52 

MnerfcfrCCS* 17/120 

Max Headroom Quicksilva 85% 28/ t 7 

ilfoynemThe Power House 4296 44/ 1 7 

Ma/eCra?ePartyline29% 22/34 

M&mcs DK Trorvics 82% 1/95 

Wean Streak Mirrorsoft 64X 45/28 

Mega Bucks Firebird 66* 38 • L 2 

Mercenary Novagen 96% 44/ 1 6 

Mermaid Madness Electric Dreams 66* 32/26 
Message From dnrfromeds Interceptor Micros 

7/10 7/70 

MetaGaiactic Llamas Battle At The Edge Of Time 

Salamander Software 54% 5 / 3 2 5 

Metabotis Gremlin Graphics 87% 20/ i 1 2 

Metrocross US GoW Namco 77% 42/24 

Miami Dice Bug Byte 37% 34/133 
After© Mouse Goes De-Bugging M C Lothlorren 

58% 3/124 
Mjcto 0/ympics Database Publications 77% ft/46 

AterQto?rSoftek73% 2/16 

Mtfronauf One Nexus 92% 43/92 

Mighty Magus Quic ksilva 82% 16/14 

Mikie Imagine 93% 25/10 

M>lk Race Maste rt ronic 4 1 % 42/20 

AM, >:.i..v I r c entwe Software 80% 4/90 

Millypede Add-On 45% 3/22 

MMttXferGilsoft 85% 4/53 
Minder DK'tromcs 75* 17/13 

Mm(MadowActivisJon9/10 25/79 

Mtndstone The Edge 39% 33/93 

Mm Office Database 13/82 
Mission 1 {Project Volcano} Missionsoft 

58% 4/11 
iW^'iw?/mpossji)teSiJ\fersott80% 1/14 

Mission Jupiter Code Masters 56% 44, 2 7 
Miss/on Omega Pulsonlc 54% 5/ 36 

Mission Omega M ind Games 75% 32/82 
Mo/ecu/eMan Mastertronic 85% 30/33 

Monkey Bizrtess Artie 65% 3/88 
Monopoly Leisure Genius 88% 19/120 
Monty ts Innocent Gremlin Graphics 78% 14/122 
Monty on the to Gremlin Graphics 94% 20/1 2 
Moon dft?rt Ocean 89% 6/48 
Moon Buggy Visions 58% 4/124 
Moon Cresta Incentive 90* 14/2 0 

Moon Light srSoftware Super Savers 48% 12/ 1 35 
Woon£mg8yAnirog73% 5/86 
I Moonlight Madness Bubble Bus 56% 33/37 
Moonstrike Mirrorsoft 77% 45/ 1 7 

Mortons Quest Melbourne House 8/ 10 19/92 
Moron Atlantis 80% 34/97 
Mom's Weefs The Btkers Automata 74% 1/43 
MctosMad74% 44/15 
Mount Challenge Aasvoguelle 76% 18/ 1 20 

Mountains Of Ket\r\cenlMe73% 2/100 
Movntie Mick s Deathride Reaktor 4 7% 43/30 
Mow Imagine 93* 26/20 
Mr Ts Alphabet Games Ebury Software 14/112 
Mr Weems And The She Vampires Piranha 

64% 41/104 
Mr Wongs Loopy Laundry Artie Computing 

62% 7/12 
Afr.WmpyOcean77% 2/76 
MreAfoppCornputasorve69% 1/79 
Mra.jVfoppAtlantis70% 10/51 
Mugsv Melbourne House 73* 6/50 
Mugsy's Revenge Melbourne 67% 29/118 
Mummy Mummy M C Lothlorien 55% 5/ 35 
Music Argus Press 1 7/35 

Music Maker Be llflower Software 16/56 
Music Master Sinclair 16/55 
Music Type writer Romantic Robot 16/60 
j MjjsirmasfefSinctair67% 5/63 
Afoiarrf/1nMtec*Calisto7l% 5/37 
Mutant Monty Artie 77% 14/14 
r\ta?tsOcean58% 43/16 
Myla ft-Kartrr)Global44% 26/36 
Myself And Us Key Software 44/94 



Mystery Manor Bamby Software 1/10 5/75 
Mystery Of Arkham Manor The Melbourne House 

63% 43/73 

Mystery Of The We Firebird 74% 46/ 2 7 

N.OMA.D. Ocean 79% 26/16 

NATQAfertCCS 16/142 

Napoleon at War COS 95% 34/92 

A/eMu5Hewsort85% 47/12 

rVecra Dome Code Masters 74% 47/40 

temesteKonami59% 40/110 

Nemesis The Warlock Mart ech 61 * 40/ 11 4 

Wetter Earti) Argus Press 75* 40'26 

Never Ending Story Ocean 7/10 26/94 

New Cyton Attack A & FSoftware 78% 12/90 

New Venture Falcon 78% 7/53 

Nexcr Design Design Bl % 33/33 

Next War Assassin Software 65% 9/14 

Nick Fafdos OpenArgus Pfess83% 20/ 1 13 

NtcoUne Nightmare Atlantis 78% 15/37 

Night Gunner Distal Integration 9 1 % 3/31 

Nightmare Rally Ocean 80% 34. v ? 

Nightshade Ultimate 91% 21/10 

Nmia Mastertronic 50% 37/ 1 20 

Nm}a Hams ter CRL 62* 43/84 

Ninja Master Firebi rd 64% 30/ 23 

NoahL$paj% 11/151 

NodesotYesQd04\ntt% 19/12 

rVontarrarjiueot/s Mastertronic 77% 17/24 

Nosferatu Piranha 91% 36/26 

/Yote/nL/ao-ersChalksoft 37/50 

Nuclear Countdown Atlantis 72% 38, 1 1 3 

Number Painter Sine lair 13/39 

Nursery Rhymes Soft lee Systems % 21 /9 1 

Clone The Compass 65% 42/50 

Oblivion Alpha Omega 45% 35/ 35 

Ocean Conqueror Rac k-it 7 7% 45/2 7 

Octagon Budgie 47% 41/33 

Octagon Sovat/Mastertronic 49% 33/ 1 28 

Odyssey I Perfection Software 72% 1/12 

Oh Mummy Gem Software 69% 1 /34 

Ole, Toro Americana 57% 34/23 
0/jgopcwy Cases Computer Simulat ions 40/ 1 05 

QliiAndLtssa Firebird 78* 34/135 

Olympiad Atlantis 26% 33/1 1 5 

Olympics CRL 45% 5/84 

Otympimama Automata 66% 4/115 

Omadan AftaefrAvalon 42% 7/40 

Omega /fan CRL 87* 2/89 

Ometron Software Projects 80* 3/38 

On The Run Design Design 91 % 20/24 
One Man And His Droid Mastertronic 76% 23/ 1 64 

One On One Anolasoft 39* 21/39 

Operation Berlin Wrightchoice 75% 43/ 74 

i Operat/on SfatoWngntchoice 73% 41/62 

Operation Turtle Double Ptay 5 / 1 0 28/9 2 

Oppos/rvonPulson^S* 5/34 

Oracle's Cave The Doric 70% 1/94 

Orbix The Terrorbatl Streetwise 62% 36/ 1 BO 

0rc4ttac*CreatitfeSpafks91% 4/16 

Oriental Hero Fifebird (Silverf 30% 44/ 1 8 

Orion Software Projects 76% 4/82 

Orm and Cheep Macmlllan 42% 22/24 

OmrreusCRL36* 5/91 
Out Of The Shadows M izar Computing9/ 1011/108 

Outcast CHL^2% 46/24 

Outworid Sapphire 58% 27/83 

Paintbox Print n' Plotter 2772 

Pandemonia CRL 76% 5/92 

Panzadrome AnoEasoft 77* 24/ 1 3 

Paper Boy Elite 88% 33/18 

Parabola Firebird 63% 41/15 

Paratroopers Rabbit 62* 2/101 

Park Patrol Firebird (Silver} 48% 46/ 1 1 7 

Paf The Postman Mikro-Gen 52% 2/74 

PathfinderViid&l 2/99 

Pawn The ftainbird 90% 4 1/58 

Paws Artie 78% 19/37 

Pazan Ask Software 37/50 

Pedro Imagine 63* 4/85 

Fengy Micromania 72% 3/108 

Pentagram Ultimate 93% 29/ 1 34 

Pete n Barry Impact 58% 1 6/30 
Peter Shitton s Handball Maradona Grand Slam 

42* 37/110 

Phantomas Code Masters 64% 35/34 

PhineasFrogg MifTorsoft 38/48 

Photosynthesis A VP Computing 44/95 

I Pi-Baited Automata 82% 3/21 



Pi-Eyed Automata 57* 2/73 

fWn£VeAutDmataUK77* 11/23 

PictureLogic Addison Wesley* 19/102 

PinbatiWiiardZ P Software 71% 4/126 

Ping pong I magine 90% 28 < 1 3 

Pioneer Atlantis 67* 10/ 1 40 

flpeflrwCSMLtd76% 19/39 



Pit-Stop Avaton 48% 7/46 

Pfanetfaft Argus Press Software 68% 8/101 

Pknetopo/yCelerysoft48* 32/83 

Planets TteMartechSS* 30/30 

Hay Your Cards Right Britannia 38* 27/18 
Play. Type And Transpose HiJton Computer Services 
16/6] 

Pie*arMad86* 45/24 

Phjg&mytem 1/93 

Ptummett Interceptor Software 6 1 * 12/9 1 
Pneumatic Hammers hretord (Silver} 1 8% 43/25 

Porfrfer Centra* Solutions 54% 31/109 

Pogo Ocean 87% 4/84 

Po*erDucksort63* 20/38 

Pole Position Marison 68% 12/81 

Poe/CDS77% 6/40 

Popeye Ok' tronics 90% 20/72 

Postman Pat's Trail Game Longman 19/ 102 

Potty Painter Rabbit 60% 2/12 

FoffyP>geor>Grem!inGraphics7Q% 12/38 

Potty Planter Mogul 46* 4/83 

Prehistoric AdventureCnssatitf 04% 35/69 
Prefude/Anteroo Central Solutions 6/ 1 0 28/90 

Prepositions Options International 35/59 

President Addictive House 29% 42/32 

PhnceTheCCS 12/158 
Print Shop Cases Computer Simulations 40/105 

Prisoner The S Preston 78% 30/78 

Prize The Arcade 69* 6/59 

Pro Goff Atiantfe 26% 37/121 

Prodigy Electnc Dreams 68% 34/ 1 36 

Profanation Gremlin 78% 19/106 
Professional Adventure Writer The Gifeoft 

97% 40/54 
Professional Ski Simulator Code Masters 

79% 46/29 

Prohibition Infogrames 59% 43/3 1 

Project Future Micromania 90% 14/44 
Project X - The Microman Compass 6/ 10 20/95 

ProspectorThe Tartan 46/104 

{released with The Crown Of Ramhotep) 

Proteus Abacus 66% 3/116 

PsSTradingCompanyUSGoto 58% 40/31 

Ps;SpyPostem47% 6/61 

Price OfMagik 77reLevel 9 94% 30/7 5 

PsytrWe/raLlamasoft 15/20 

Pyyfrajt*TheEdge69% 10/20 

Psyfrofl8eyond91% 5/8 

Pijf? Games Alligata 77% 34/154 

PudPotf0cearv75* 15/32 

Py/s3torMartech66* 42/33 

PwCr)yMr.MiCro88% 2/14 

Punctuation Pete Heinemann 5/67 

Punctuation Pete Hill MacGibbon 37/49 

Push Off Software Protects 85% 1 /&2 

Pytamarama Mikro-Gen 92% 10/9 

Pyract/rseHewsons90* 31/116 

Pyramid The Fantasy 83% 2/25 

Quack Shot Creative Sparks 86% 1 8.- 2 ? 

Quad Trap Style Soft 48* 17/22 

Quann Tutla&h Day 8/10 22 1 26 

Quartet Activision/Sega 36* 42/22 

Quazatron Hewson 94% 29/ 1 36 
Quest For The Holy Grail The 

Dream Software 73% 4/117 

and Mastertronic 7/ 10 24' 1 68 

Question Words Opti ons International 35/58 

Quetzalcoati Virgin Games 56* 1/101 

Quick Thinking Mirrorsoft 44/ 9 $ 

QtiiitTheGteoft 4/49 
Racing Predictions Buffer M icro 12/136 

Raid Over Moscow US Gold 92% 15/ 1 14 

Raiders of the Lost Ring Arcade 39% 27/ 1 24 

flaw0ayCCS65* t/13 
Rally DriverHiW Macgjbbon 77% 13/21 

ffamfro Ocean 79% 26/124 

Ranarama Hewsons 90* 38/ 1 08 

ffapedes Visions 61% 4/124 

Rapid Fire Mastertronic 32% 45/ 1 22 



Rapscallion Bug Byte 85% 7/93 
Rasputin FtrebJrd 79% 27/ 138 

Rasterscan Maste rtromc 7596 40 11 8 

tfar$7heH odder And Stoughton 70% 21/110 
r?3ffterAtlantis53% 14/48 
Read-Right Away H S Software 44/94 

Realm Of Impossibility Ariolasort 1 0% 27/3 1 

faa/m Of The UndeadLaMorien 50% 7/ \ \ 

tece/Virgin Games 76* 44/15 

febef Planet Mwntute&ati&SX 31/74 

Jfed^roHs Database Software 52% 20/1 14 

Red Attack Unique 49* 9/ j 23 

/ferft £:&Starlight 61% 40/122 

Setftw Mystic Software 86% 39/54 

fledAfoevjLevel99/10 20/51 

/ferfSccvpwnQuicksih^l* 41/111 

Renegade Ocean 693 44/34 

Rescue On Fractals Activision 75% 33 / ] 23 

ffeftrm To Eden Level 98/10 11/105 

Return To Ithaca Atlantis 7/10 28/93 

r?efom7p{feUSGold84% 34.^7 
te»flpJB Of The Kilter Tomatoes Visions 

_ 74 * i ^ 8/11 

ffeve/^e On 77w C5 Atlantis 42% 2ft.' 29 

Revolution Vortex 9 1 * 33 / 1 5 

ftoWeTs Der? Electric Dreams 78% 22/ 1 47 

fltfer Virgin Games 50* 1/42 

R^e Range Mastertronlc 64% 9/94 
RfftsOfTtmt Pocket Money Software 7/10 28/96 

%e/s ffevenge Mastertronic 8856 47/42 

Ring Of Darkness The Wintersoft 6/ 1 0 6/75 

River Raid Ad ivision 74% 10/93 

River Rescue Thorn EMI 74* 1 /30 

Road RacerTh&n EMI 69 m i/30 

RoadRunner US Gold 73% 43/96 

Robber Virgin Games 48* 1/ 1 00 

Robin OfShertockStozrsott 7/10 25/84 

Robsn Of The WoodOdm 94* 24/ J 0 

Robot Messiah A\$\abti\m7Z% 24,' 16 

Robot Riot Silvtrsoft 70% 2/ 1 00 

Robot Rumpus Atlantis 61% 14/47 

Robot Runner Longman 2/98 

Roboto Bug Byte 58% 27/133 

ffocco Gremlin Graphics 7036 19/40 

Rock'n Wrestle Melbourne 48% 30/ 24 

Rockford'sRsot Monolith 84% 21/24 

Rockman Mastertronic 59% 24/ 1 5 

Rockman Alligata 5 7* 44/22 

Rocky Horror Show TfoeCRL 79% l*/ 1 2 

Rogue Trooper Piranha 79% 36/36 

Roland's Rat Race Ocean 66% 20/37 

Roller Coaster Elite 94% 24 '32 
ft^Po/y Goes to Hospital David Todd 62% 19/46 
Rommel's Revenge Crystal Computing 65% 2/75 

/foomJ0CRL62* 35/133 

Roundheads Lothlonen 59% 45/ 103 

ftrtwcon Bug 8yte 30% 43/22 

/My fonaoouf Scorpio Software 6/1 0 10/ H 0 

Rtigby Manager Artie 3 1 X 33/26 

RunForGofd Hill MacGibbon 71% 13 ' 0 

/fan ffsbttr fflir? H ill MacGibbon 37/49 
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February 198* 


a 


February 1986 


Marcb 1964 


26 


Mwch 1986 


Apnl 1984 


27 


April IS66 


May 1964 


as 


May 1966 


June (994 
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June 1966 


July 1984 
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July 19B6 


August 1964 


31 


August 1986 


September 1964 


32 


Septambe* 1986 


Octotwf IW 


33 


October 1966 


N chamber 19&4 


34 


November 1966 


December 1934 


35 


Dvcflfflfrsi' IBBfi 


Janizary 1965 


36 


January 1987 


Februwy 1965 


37 


February 1967 


March 1966 


38 


March TS67 


4pnH985 


38 


April 1967 


May 1965 
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Juna 1965 


41 


June 1067 


July 19BS 


41 


July 19B7 


August 1985 


43 


August 1987 


Seplamber 1985 


44 


Sep1smboir1987 


October 1966 


4* 


October tg&7 


Ncrvemtxw 1985 


46 


Novembef 1967 




47 


D*Cambarl96? 


January 1986 







VI 



Runes Of/endos The Dgrcas Software 

8/10 12/124 

Runestone Firebird 9/10 25/83 

Runestone Games Workshop 9/ 10 17/100 
Rupert And The ice Castle Bug Byte 50% 32/20 
Rupert And The Toymakers Party Quicksilva 

54% 22/68 
SAS: Operation Thunderfiash Creative Sparks 

37/125 

SOSVisions65afi a/99 

Saboteur Dwell 93% 24/30 

Sa&oteuryyDurell83% 41/103 

Sabre WutfUmmal 6/62 
Sacred Armour Of Antinad The Palace Software 

89% 35/ IS 
Saga Of fc~ nc The Vikrng The Mosaic 8/10 14/102 

Sa/Comoa^M>rrofsoft81% 28/122 

Sailing Activision 76% 39 jj ] 7 

Saimazoom Silversoft 53% 19/15 

Sam Fox Strip Poker Martee h 72% 28/ 1 5 

Sam Safety Argus Press 1 7 R7 

Sam Spade Silversoft 57% 4/30 

Sam Start Gremlin Graphics 6S% 15/13 

Sam(j/3vCRL69% 39/73 

Samurai Trilogy Gremlin Graphics 49% 45/ 1 23 

Sand Scorchers Unique 46% 7/86 

Sarimoor Atlantis 38% 30/26 

Satcom Atlantis 50% 44/106 

Sbugetti Junction Bug Byte 34% 32/22 

Scalextric Leisure Genius 57% 33 j 32 

Sceptre Of Bagdad 'Atlantis 75% 40; 1 8 

Sc/ence Argus Press 1 9/ 1 04 
Scooby Doo Elite 9 1 % 

ScraAM* De Luxe Leisure Genius 62% 47/ 1 3 

Screenplay MacmiJfan 24/39 

Scuba Dive Our et! 92% 2/88 

Sea Baffles Atlantis 60% 15 ; - 

Seabase Delta Fi rebird 74% 30/78 

Seas OTfood Fighting Fantasy 7/10 24/164 
Secret Diary Of Adrian Mole Mozaic/ Level 9 

86% 23/50 

Secret OfLevttatton Americana 45% 29/] 28 

SecretOfSt Brides TheSl Brides6/I0 21/108 

SeeKaa OfAsstah Mastervision 5/10 14/102 

Sentinel The Firebird 97% 40/20 

SerpentFronHeltScwpioZnO 16/118 

SetsAlphaplus Educational Soft 44/95 

Seventh Cavalry Black Knight 65% 22/ 1 40 

Shadow Of The Unborn Mikro-Gen 7/10 24/164 

Shadow SkimmerTbe Edge 62% 39/25 

ShadowHre Beyond 96% 17/ 15 
Shadows Of Mordor Melbourne House 93% 41/59 

Shake Keep Publ ishing 26% 42 26 

Shao-Un s RoadThe Edge 67% 37/34 

Sheer Panic Visions 63% 4/ n 

Sherlock Melbourne House 8/1 0 9 /70 

Shipwreck/Castle Bene Tartan 82% 41/61 

Shockway Rider FTL 67% It/1 14 

Short Circwt0nm7l% 40/32 

Show Jump I MS Software 64% 9/J8 

Stow Jumpftff Alligata 70% 27/ ] 32 

Shrewsbury Key Players 68% 36/ 1 5 1 

Shuttle Shock Software Savers 62% 13/ 1 ] 

Sidewite Firebird (Gold} 50% 44/ 1 03 

Sidney Affair The Infogrames S6% 4O/50 

Sigma Seven Purefl 62% 39 / 1 1 0 

Silent Sennce MicroPros* 80% 38/7 9 

^FredMlkro-Gen91% 26/122 

Sir Lancelot Melbourne House 90% 1 1 /44 

Ski Star 20O0Ri C hard Shepherd 75% 14/1 20 

Skoof Daze Microsphere 93% 1 1/ \ 0 

Skull Games Machine 70% 3/28 

Sky Fox Ariolasort 34% 27/29 

Sky Ranger Microsphere 7 ] % 12 /82 

Sky Runner Cascade 64% 39/ 1 08 

Stap Fight Imagine 72% 43/20 

S/frqgsVwfThe Power House 34% 44/ is 

Smash Out! Pirate Software 1 1 % 46/133 

Snaffle Longman 75% 16/32 

Snapple Hopper Macmiton 20/84 

Snodgits Sparklers 7 7% 30/ 20 

Snow Queen The St Brides 7/10 23/122 

Snowbaft Level 9 Computing 9/ 10 6/73 

Snowman The Quicksilva 78% 3/82 

SodovTheSorcerorB\jgByte7A% 27/132 

Soft A Cuddiylhe Power House 55% 44/1 08 

Soft Solid 3D Ant Attack 85% l/ie 

Software Star Addictive 64% IS/ 1 19 



Solar System The Eaglesofy 15/45 

Solomon s Key US Gold 78% 45 •' t < 3 

SQtfCff#3gge/AH f gata61% 13/22 
Sorcerer OfCJaymorgve Castle The Adventure Inter 

national 7/ 10 12/126 

Sorcery Virgin Games 72% 4/9 1 

Sorderon s Shadow Beyond 7/10 23 1 1 1 9 

Soul Of A Robot Mastertronic 75% 25 / 11 4 

Souls OfDarkonlaskset 7/10 24/ 1 66 
Southern Betle Hewson Consultants 84% 20/1 5 

Space Art Eclipse Software 9/102 

Space CommandVlt&n Games 63% 6/ 1 09 

^jace Detechve Celerysoft 43% 30/7 7 

Space Harrier Elite 77% 35, 28 

Space Professor Front Runner 73% 11/150 

Space ScarrMacmiflan 15/48 

Space Shuttle Microdeal 55% 4/1 25 

Space Shuttle Activision 78% 13/126 
Space Station Zebra Beyond Software 35% 4/82 

Spaced Out Firebird [Silver} 38% 43/ 1 5 

Special Agent H einemann 2/98 

Special Delivery Creative Sparks 7 1 % 1 1 / 1 42 
»i|«Wa/Oj?erar«3nsMCLothlorien6/JO 9/69 

$Krf'p«feMasterfronics78% 8/46 

Spectreaim Runesoft 74% 7/44 

Spectron Virgin Games 76% 1 / 1 s 

Spectrum Safari CDS 65% 5/90 

#»cf<;rteXQrsort l&W 

Speed DueiOKTron\cs56% 2/100 

Speed King2 Mastertronic 42% 167188 

Spellbound Seyond 52% 6/52 

i(cw^toaundMastertronic95% 24/^6 

Spellbound BesiegedSulis Software 5/66 
Spider-Man Adventure international 8/10 14/98 

^p/te Firebird 61 X 23/31 

Spiky Harold Firetoi rd 65% 29 ■: J 

^0^^ Electric Dreams 93% 29 > 

^wte40MirrorBOft90% 26/34 

Splat Incentive Software 81!^% 1/88 

Splitting Personalities Domark 90% 30 / 1 8 

SpoofRunesofte/lO 8/74 

5i£WrfQ/«/ngsMastfirtronic53% 31/108 

Spy HunterUS Gold 89% W 1 30 

Spy 7/flqgyTartan 7/ 1 0 29/9 1 

Spy Vs Spy Beyond 93% 1 9/24 
Spy Vs Spy The Island Caper Databyte 53% 41 /22 

Spyptent?Gil$Qft55% 4/52 

Sp^jrrt David Todd 51% 25/ 1 4 

St. Chppens Creative Sparks 72% 20 ?2 

5faffCVZarand/7heCCS6/10 12/122 

Stage-Coach Creative Sparks 79% 8/ 1 02 

Stainless Steel Mtkro-Gen 89% 32/ 1 8 

Star Firebirds I nsight 73% 21/22 

Star Gazer Eclipse 16/21 

Star Raiders If Electric Dreams 52% 40/ 1 1 3 

Sfar flurwCode Masters 50% 41* I 

Sfa/5eefrerMirrorsoft38% 47/38 

Sfar Trade Digital Dexterity 55% 3/52 

Star Trader Bug Byte 66% 7/36 

Star H/amorVisions 68% 4/39 

Star Wreck Alternative 7 3% 44/68 

SfarfwteThe Edge 77% 10/ 148 

5tarfitt?Softrt88% 3/23 

Sfara!asr>Mlcromega69% 2/104 

SfiwrojrReaktdr77% 43/90 
S*BfB*foerRainblrd95%l 128 version 97%) 36/22 

Srar-ton Melbourne House 94% 16 

Starquake Bubble Bus 96% 22/1 0 

Starsphert Eclipse 15/48 

Starstrike Realtime 93% 1 1 /20 

Starstrike If Reaftlme 96% 28/20 

Stay Kool Bug Byte 59% 15/4 j 

Steve Davis SnooicarCDS 77% 1 2/1 87 

Sfflip&Co Novagen 90% 44/102 

Stonkers Imagine 78% 2/ 1 02 

Stop The Express Sinclair 80% 6/49 

Storm Mastertronic 44% 34/20 

Src?J777orfjr^ierMAD.86% 42/16 

Strangeloop Virgin Games 86% 9/101 

Streaker Bulldog 38% 44/30 

Street WawkOcean 68% 34/31 

Strike MAD. 40% 41/26 

Sf*te J 4tfar/(2MlcroMart47% 10/147 

Sf/7fa? Force Cobra Piranfia 83% 33/28 

Strike Force tfamer Mirrorsoft 83% 33/ i 20 

Sfror>fri/mDogQu»cksilva42% 13/122 

Sub Chase&m Software 481^% 1/35 

Sub Sunk Firebi rd 75% 18/1 02 




Subhunter Micro Marl 58% 10/150 
Submarine Strike Pufsonic {Warwick Leisure) 

49% 5/19 
&iOterrafle?arr%f>fmare US Gold 56ft 31/15 

Subterranean Stryker I nsight 62% 14/24 

Suicide to/and Dollar Soft 2/ 1 0 9/68 

Summer Santa Alpha Omega 31 % 32 /24 

Suft Star CRL 30ft 45/ 1 J". 
Sun/tower Number Show The Macrnlllan 2 1 /9 1 

Super Brat Atlantis 72ft 20/40 

Super Cycle US Gold/Epyx 63ft 37 3 1 

Super G- Man Code Masters 43% 43/91 

Super Muff Silversoft 33ft 10- ?. 2 

Super Pipeline ?Taskset 79ft 18/114 

Super Robin Hood Code Masters 52ft 41/24 

Super Sam Budgie 42ft 21/40 

Super Soccer I magine 56$. 37/112 

Superbo wi Ocean 85% 29/ 34 
Supercness 5.5 Deep Thought /CP Software 

85% 16/29 

SypercornAtlantfc21ft 28/24 

5upffrgfanTynesoft43% 18/40 

Supernova Players 65% 46 / 1 30 

SuperpowerCCS 40/105 

and 14/126 

Supersnails Games Machine 63% 2/15 

Supersprinf Electric Dreams 56% 46/ 1 37 

Surfchamp New Cone epts 64ft 27/ 1 25 

SurvtorllSGold70% 44/21 

Surv»w3rsAttantis70ft 37/122 

Sw&VQ'S WxWGargayle 95% 25/28 

SwordsAndScrceryPSSSnO 24/162 

Smjrds Of Bane CCS 77ft 35/125 

Sysfem 15000m 7/10 16/1 1 7 

7UVortex81% 7/15 

r7ffacarDigrtal78% 34/26 

Table Football Budgie 23ft 43/29 

fa.'-Pan (for 1 28 only) Ocean 93% 43/24 
tales at me Arabian Nights Interceptor 55ft 18/14 

Wftmar? Games Workshop 7/10 1 6/ 1 1 5 
7^osSllversoft60% 20/115 
Tangled Tale A Pocket Money Software 

8/10% 21/109 

TanATraxMastertronicsSlft 8/43 

Tar)fa(usQuicksHva76ft 29/127 

TapperUSGcAd 89% 17/20 



7a7Z3rtMartech73ft 36/381 
Tasword Two The Word Processor 

Tasman Software 
7atrCef/CRL94ft 

Technician Ted Hewson Consultants 96ft 
7empesfElectnc Dreams 62% 
Temple Of Terror Ml antis 7/10 
TempieOfTerrorUS Gold BIX 
Temple Of Vran Incentive Software 8/ 10 
Ten Pack Automata 
Ten Pin Challenge Mams 26% 
7enffrF/ameUSGold55ft 
Femwrii/sMastertronic 52% 
Terra Cognita Code Masters 7 1 ft 
Terra Cresta Imagine 81ft 
Terra Force Firebird 40% 
Terr*HawksQRU9% 
Terror Of The Deep Mirrorsoft 44ft 
Terrormolinos Melbourne House 9/ 1 0 
Terrors Of Tranloss TneAriolasoft 8/10 
rtotos Dwell 93ft 
That's TheSptnm& Edge 82ft 
meafre£"uropePSS84% 
Their Finest Hour Century 96% 
TheoryOfMusicToGrade5Ta6 Kwk 
Jhemo Arcade Software 7 1ft 
They Call Me Trooper CHI 46% 
7?rey Say The World Wilt Die in Fire & ice Electric 
Software 

77ft 4/92 
TheyStoleA Million 39StepS 85ft 36/16 
Thing Bounces Back Gremlin Graphics 85% 42/94 
ThingyAnd Doodahs Americana 39% 34/20 
7?wnArAriatas0ftB2% 27/22 
Thinker The Atlantis 79% 15/12 
Three Weeks In Paradise Mikro Gen 93% 26/ 1 38 
Throne 0rT/'re Melbourne House 75% 40/112 
Through The Trap Door Piranha 70ft 47/ 1 2 
Thrusf firebird 76% 34/149 
7ftrtJsf//Firebird48% 40/33 
TTwusfa Software Projects 73ft 2/ 39 

ThttndercatsBAe9l% 46/22 
Thunderbirds Firebird 64ft 23/20 
7rwndefcepforG0!64ft 46/140 

(released wrth The Fast And The Furious) 
Thunderhawk Lyversoft 43% 4/29 



5/126 

23/86 

13/16 

38/26 

27/74 

42/60 

574 

22/32 

44/23 

38/30 

36/183 

35/34 

37/23 

13/124 

9/110 

39/122 

23/117 

29 / 89 



30/54 

26/113 

37/49 

12/40 

36/30 



Titer Interceptor Micros 57% 11/59 

Time MP Computing 35/58 

Time FIsghtThe Power House 29% 40/ 1 7 

7/me Machine The Digital Fantasia 75% 4/28 

Time 0wesf Scorpio 6/ 10 25/ 8 1 

Ttme Sanctuary Lot hlonen 6/' 1 0 27/7 3 

Time 7rayef/erSulis Software 5/65 

Time Trax Argus Press 63ft 34/35 

TimeZone Atlantis 47% 16/24 

tatomoCDS71ft 3/123 

Tinderbox Gremlin Graphics 7/10 18/ 101 

TirNaNog Gargoyle Games 92% 11/52 

Titanic R&R Software 73% 5/ i 1 

Toad /funnerAriolasoft 68ft 31/22 

7obniAPSS65% 40 10] 

Tomahawk Digital Integration 93% 23/ 1 2 

fom60fS>rfr?xThePowerHouse26ft 40/22 

Top Gun Ocean 90% 37/20 
Touchstones Of Rhiannon The Adventure Internat- 
ional 

9/10 21/107 
Tower Of Despair Games Workshop 8/10% 11/114 

Tower Of Fvst Creative Sparks87% 4' 1 J S 

Toy Bizarre Actlvision 65% 15 /24 

Trading Game Reelax 23% 25/ 1 09 

7ra/totoefGrem!inS8% 34/150 
Trans -Atlantic Ballon Challenge Virgin Games 

22ft 43/82 

Transfomiers Ocean 60% 27 ! 7 

TransmuterOode MastersfiBl 40/36 

Transversion Ocean 83ft 1/76 
Trantor - The Last StormtrooperGQl 68% 46/ 1 1 6 

Trap AHigata59* 39/121 

Trapdoor Piranha 88ft 33/ \ 2 2 

Trashman New Generation 83ft 4/114 
Travels With Trashman New Generation 

71% 11/54 

Tramor Quicteil vai'Satamaoder 6 1 ft 1/101 

Triad Amba Software 55ft 2/75 

r™&me7heMicrosphere75Wft 1/92 

Trawos AriotaSOft 53% 42/?* 

Tribble Trouble Software Projects 9 1» 4/9 

TrfckOfThe Tate Central Solutions 29% 31/110 

Trio Silicon Joy 47% 13/123 

7r>oElrte70% 43/18 

Tnplex Workforce 66ft 3/118 

7wffc7teR*d$hift4/10 15/102 
Trivial Pursuit Question Packs 1&2 

Domark 40 /33 

TrmaiPursuit$Domatk9l% 33/20 

Trom DK Ironies 82ft 3/115 

Trofi Blaby Computer Games 55% 10/ 19 

Trouble Brewtn ' Silversoft 80% 11 / 1 44 

Tubaruha Firebird 42% 41/31 

Tube The Quicksitva 47ft 44 / 1 03 

Tujad Ariolasoft 69ft 32/24 

Turbo Esprit Durelf 88ft 28/114 

rwjror/Bug Byte 90ft 11/98 

Turnlahing The Learning Process 21 /90 
Turite Timewarp Perfection Software 72ft 6/13 

Tuiankamun Micromania 7 lVWt 1/35 

Twice ShyMosaicWK 35/67 
7*;rr Kingdom Valley Bug Byte 8/ 1 0 1 1 / 1 08 

rwfeferSystern371% 26/ 1ft 

Two Gun Turtle M C L othionen 73ft 4/29 

UGM.MAD.B7* 47/128 

Uc/7rAfefaMartech36% 39/114 

f_/ghSoftek61ft 7/14 

Ultima Ratio fiwbiri($t\ver) 34ft 43 /29 
UnderwurtdemmtieWK 12/17 

lMedCCS53% 7/45 

fJn/rersa/WeroMastertronicaSft 33/126 

UrbanUpstart Richard Shepherd 64% 3/38 

Urkflum Hewson 90% 35/20 
^0cean70ft 29/26 
Vagan Attack Atlantis Software 73% 9/11 
Valhailal^mm 1/41 
Valkyrie 17 Ram Jam Corporation 8/ 10 11/ UO 
VarweCode Masters 51% 35/37 
Vampire VitlageTet minal 63 m 1/92 
Vectron Insight 92% 24/36 
Vegetable Crash Kuma Computers 63% 5/ \ 00 
Verflgo Unique 69% - 9/1 1 1 

Very Big Cave Adventure CRL 82ft 32/64 
Video Poker Mastertronlc 35% 34/ 1 32 

V)deoPootOCPW% 15/14 
ViewTo A MMDomark 76% 18/19 
mage UnderwoftdOtpheus. 7/ 1 0 15/98 



v'll 



Virus Orange Software 62% 7/sb 

VoidrutvHtrMadbAX 43/23 

Volcanic Planet Thorn E Ml 69% 1/34 

i/ofca/ra Computer Magic 45% 1 2 •■'8: i 
Voyage Into The Unknown Mastertrondc 

9/10 a/ 12 

Wj/canCCS94)S 39/72 

WAflMartech68% 35/148 

Watty KongCahsto SIX 5/34 
Wanted/Motf/Mote Gremlin Graphics 92* 9/8 

H>ar/0CCS 10/134 
W»Cars(CQnstwctionSet)F\Teb\fli53% 46/139 

War0frfreWrjrfdsC«L46% 7/44 
Wvfoc* Of Ftretop Mountain The Puffin Books 

73* 1/12 

Warlords Interceptor Micros 7/1 0 20/92 

Warriors Revenge Video Force 3/10 8/73 

WarzoneCCS 12/160 

Waterloo Lothtonen 92% 23/138 

Waxworks Digital Fantasia 7/ 10 fl/77 
Way Of 77>e Exploding Fist The Melbourne House 

m 21/12 

Way Of The Tiger Gremlin 93% 28/ 1 1 7 

lteyctorlMS8/10 9/67 

Wender Bender Ranks Highi 78% 18/38 

West Bank Gremlin 84% 25/ 1 2 

Wheefse Microsphere 93% 2/25 

White Heat Code Masters 1 7% 46 • i 2 3 

HteMtf Unique 45% 7/38 

rtfe Gt/tf Argus Press 1 7 $6 

flares HtfS W Allegata 73* 2*/ 30 

Who-Durmit CCS 5356 9/92 

Mb5/*sAnT35% 3a/99 



Wild West Hero Tirnescape 82% 1 /83 
Wilfred The Hairy Otaf The Hungry! Microbyte 

16% s/82 

William Wobbler Wizard 59% 26/3 1 

Winged Warlords CDS Systems 79% 3/1 1 6 

WmerGamesUSGold933G 26 I '\ < 

Winter Sports Electric 43% 27/123 

Winter Wonderland Incentive 89% 38/92 

Witch s Cauldron Mr kro-Gen 10/10 17/97 

Wiz Melbourne House 38% 42 i 2 

Hfearrfsiajv- Bubble Bus 94% 14/34 

Wizard's WimbrCrusader 84% 47/4 i 

Wizbali Ocean 92% 45 .'2 2 

Wo/fcm Bulldog 47% 43/93 

Wonder BoyPi£MsiQnA3% 43.' 8? 

KtoftftAjtfffrfuresChalksoH 44/9 c . 

WwW Ojp Gamtatf LIS Gold 26% 30 / j 4 

Hfartf Op FoofM Artie Computing 7 1 % 7/87 

World Games US Gold/£pyx 7 1 % 40/(26 

World Globe Eclipse Softwa re 12/ 1 86 

World Series Baseball Imagine 91 % 1 6/38 

Hfo/Jtf Series Basketball Imagines] ft 23/35 
Worlds At War- Esteem More Than Equal 

39% 11/149 
WorkJwse: Nuclear War Richardson 

Institute 18/111 

Worm Attack Pulsomc 42% 5/99 

Worm in Parade The Level 99/10 26/9 1 
Worse Tftfngs Happen At Sea Sirversoft 91911/8 

War* OfMagra Tfte Master Vision 5/10 10/116 

Wreckage Unique 58% 9/125 

Master Romantic Robot 90% 15/44 



XO- Word 'and Anagrams Azed 64% 27 /30 

Xarq Electric Dreams 59% 32/30 

tfai*grPSS71% 13/45 

Xecutor Ace 84% 45/134 

-ten Sparklers 64% 39 / 1 1 g 

^em)A'n'F86% 35/27 

XeWau5USGol<J64% 37/104 

JfwLogotron58% 46/23 

Yabba Dabba Doo Quicksilva 81 % 26/ 1 7 

Yacht RaceH\\\ Macfflbbon 15/ 112 

fan*eeCCSfl7% 42/72 

Yes Prime Minister Mosaic 56% 46/ 1 37 

YieArKvngMma$TVi9Z% 25,?h 

YieArKungFulHmag\oeA8% 37/35 

Yogi Bear Piranha 62% 47 / j 22 

Young Ones Orpheus 42% 29/ J gg 

ZR»no44% 44/24 

Zapper Anco Software 64% 8/1 1 

Zaxxan Starrone 74% 1/1 3 

Za*«y> US Gold 58% 14/30 

Zenfi Ac ti vision 8351 lO'U'i 

2!!gZflgDKTronics85% 5/I8 

Zipper f/flpper Sindai r 60% $ /50, 

Zor<feMartech96% 25/15 
Zombie Zombie Spaceman /Quicksilva 80% 10/ 1 39 

Zorte00Allanson45% 13/45 

Zoot Bug Byte 59% 23/20 

ZorroLrSGold53% 26/32 

ZubMastertronic79% 36/176 

ZufcWsrsCCSSI* 41/88 

Zjnaps Hewson 9 1 % 42 • ] 4 

Zythum Mtrrorsoft 59% 33 .'38 

Zzzz Mastertronic 58% 33/94 
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«w<KKArom e A «avt «mr W htm formvtawi a R ti htfcrt bu, ^ cmitJ ^ 

ei' *?" "i7™ i, "T ^ CWwr "•»««"' « ^^"w* iht issu, of 
CRASHtohm, ttndfwmngkimmth kamoafcmompamer, Ux mr rRo, m , 
on WW cover, ihe othtr ttrmmu, dmcmg m a narfvamvtd 5 [varum + J, um 
iteusius kaJ games: Tii-ftui, Micro nam One, Exolon W The Big Sleaze 
IT T C<mpUanm Cma ' " " >l « ch 0livtr *« btamejwufakh 



rn aw,- " ,re < i over 1 . fo 4 nd * bo ™ r«8e 63, detailing die results of the 1987 
CRASHnonnaire, where his face (and Ginger Rogers's) appeared at the foot of a reproduced 
Radio Times page. Thai was to illustrate the CRASHtionnaire's findings on your TV 
vicwmg habits but it was a good example of the kind of detail the an department has to 
confer when laying out. In recent months everyone on the team had become more aware of 
the value of cross-referencing items within an issue, and even a tiny item like the Astaire 
picture can add to the cnioyment of reading a magazine 

Hi 5 U , r big %^ (W ?"' Wcre lwo was new Spectrum 4 3 with its Amstrad-style 
Sg d ™ a J he ^ V1 « w «s weren't particularly impressed, largely because it was nothing more 
than a 12SK with a disk drive mstead of a datacorder, and also because there were no really 
good games available on the disks yet. Simon N Goodwin wasn't raving either, though he 
considered the machine professionally-made and well-documented, because he feltyou could 
upgrade with better disk systems than the one Amstrad provided. Software houses were 
releaSH,f | ^ swaes . for 8 machine which n °l«dy had bought yet, too, as one 
WIT / lncre ^8)y common m-depth news features reported. And there was the price 
- £249 was far too high. We all suspected Amstrad of hiking it so as not to ruin + 2 high-street 
sales - a cynical supposition which would be proved all too true within a few months. 

The other thrill was the arnval of Hewson's Uzi pump-action water pistols - prizes for the 
Exobn competition. Naturally they had to be tried out, and anyway, we needed photographs 
for the competition page. Richard, Roger, Robin and Skippy went out dry and came back 
soaked^Fortunately as the picture showed, it was a hot day. Several innocent bystanders got 
*T ilS ? lut ^« Markje Kendrick fiom art. His David Sylvian-style hairdo was ruined, 
so he sulked, which resulted in the httle remark from the comps minion. But we all forgot 
art always has the Jasi Jaugh . . . 

Fhi£iP!^^ t ^ i P' £Mv Clmlleage OfTheGobou, RoadRunner, 
Hash Gordon, all did from bad to average, only Ocean's delayed 7"<n-/Wand then only on 
the 128 -got anywhere, and that got a Smash. 
Meanwhile, another of those news features focused on 77* Bug and its arguments with the 

tafe St 7 : faSt ° f CRASH ' S rebom interest » f^s.lhat was to show 
Jtscll in a renovated Fanzine Fiie. 

cZ^Vaa f ** Bdu l«> ™ E GAMES MACHINE got under way, and 

Graeme Kidd got his portfolio back as its Co-Editor. His other half turned out to be none 
other than Gary Penn, who had decided that he would like to work on the new magazine 
(Oaran Brennat, had taken over ZZAPI). They sct themselves up in Gravel Hill, using the 
offices not long before vacated by LM. TGM - as i, became known - was going to cover more 
dian just computers, and one of the first articles written was a comparison of laser-tag systems 
Suddenly the water p,stols had a rival as numerous different electronic guns began to appear' 
It was not, of course very conducive to hard work in the CRASH offices to know others were 
zapping each other (or testing') nearby, but somehow we managed to keep our reviewers' 
minds on their own games. 




Weil-used street fighter 
offers services as a valued 

RENEGADE 



lo shore larqe planet 

Wanted! Empire Saviour 
Apply with credentials to 

STIFFLIP & CO 

Coward wants adventure in 

CUSTERDS QUES 

For sale, dedicated console 
SEGA MASTER SYSTEM 

Someone talk to me please, I'm 

DAVID AUBREY -JONES 
.in: s I picjur.-iiiimed MERCENARY 

L Has h omeg row n soft wa re been 
QUILLED UNTIL DEAD? 

J^^^. I'm quick-witted, 



and I want a new 
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When he sain the preview copy of Ocean 'l Renegade, OHoee immediately sasd he 
wanted ado a cover of u when the review ft ma back to thesingte, 

foaerful magi, not unlike the notorious Barbuian cover, Iw with more restraint ' 
It vm warned that Roger Kim posed for Polaroid shots from sohkh Oliver 
modelled the figure, and while Roger's undoubtedly sometfang of a hunk, no-one 
believed that Olsver hadn't added cmaidenbly to the street fighter's physique to 
snake a one of ike best figure pictures he had done. 



In two respects, this was a momentous issue. Once again the CRASH reviews underwent a 
change after much discussion. We had dropped the Value For Money rating with Sly 
.ssue, large y beca USe of the plethora of budge, games. It had seemed to w ZoSbte" to 
coS^^" 8 VaIU ^° r m T y iD my m ^ n efn | waywhengame 8 at£2Swe« 
SEr^ E? 1 * MS °- S0,ne re " d ™ had more mone y than making*, 

arbitrary measure of value for money meaningless. Actually, this move brought the CRASH 

'7™. re l'new,th Roger Kean'soriginal concept for reviews- that the reader Sould 
mt y fteutk W ° * 88,116 ha?inB I " d CTe ^hmg the reviewers had 

m ,^L ,he ^° ram !°« 5? WaS V* eaked: Contro1 Ke y s W» dropped ^ when they 
made a s.gnificam Wtmct to pliability were over with universal joysticks and definable* 

dptflik'nn'rf fi ^ki ^ W3S d f PPed in faV0Ur ° f a new OP" 0 ™ w «ich also induded 
deads on definable keys, two-player modes and so on, Use Of Colour was merged with 

ofZh'r,^ • A ^T 61 " m ° re l08ical; bm ^P 5 raost notable Edition was that 
iS «3d'^ PerCeDtage ' WWch more cleari * how » 8-e's Overall 

And then there was the very first ever CRASH Challenge. ZZAP! had run reader/reviewer 

AMTIX! also had a challenge, so the pressure to include one in CRASH had been there for 
some time We resisted the temptation easily enough seeing the other magazines struggling 

wXu^Z.^ ° Ul "* ?° nth - But rccenl CRASHtionnaire had loreed our hand! 
wnhoui .doubt. Toomany readers wanted aCRASH Challenge for the magazine to refuse it 

riJ ,1 M 1U ° n 10 r C P roblems Ceding the time, inevitably a Saturday; getting 

fliin J T ! '°- Ludl ° W; - ^ Someone to *** P hotos >> there was alwavs that S 
f£?££ S T"J tha V thCy didn ' 1 Wam t0 ^ P™* °f themselves by hJng to 
> mm reader. However, by dint of moral pressure, Barnaby persuaded Paul Sumner to go 

^ S ™* " l 31 "^ lead « ° f men . « «• argued, that if he did it, the others would feel 
bound to - and duly he met Mark Turford from Wednesbury on a Sa urday afternoon and 

I WaS lgn e mmy ^ the ZZAP! Challenge, where Juhan Rignall won 
month after month tUI people began to think he was Jeff Minter 

Perhaps not quite so earthshattering, but much sillier still, was the arrival in CRASH of 
JSS MS " ^ ^u' Sta [ ° f LM ' T - Shirts 311(1 • • n ° w die strip. Mark had 

dJ^£ T tCT f0f n M i bUl When ^ miBSziae Closed he refuscd to Stop drawing the 
darned thing and eventually Roger was forced to give way and make room 

a H^ CC P 'T in f- u r , THE ,.9 A M ES MACHINE resulted in a brochure for would-be 
Si 1 " 1 m ^hghtly modified form it appeared in the centre of this issue. Historically 
speaking, themost mterestmg aspect is the two serious-looking figures in the middle wielding 
laser guns. The man on the left was, of course, ZZAPi's Julian Rignall, but few realised X? 

importantly, Juuan s fianede, 

afteTl™RASH ES MACHINE ^sabout to make history itself, with its press date shortly 
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In words and covers 



ami COMBAT SCHOOL arcade machine 
spills actiokj-day out with MIRROR SOFT 



October 1987 
Issue No. 45 

Released on 
September 24th 



™<"2**^ LRASH Sampler cas^u. Often cover mcmis stmpb obscurt 
the artwork underneath, but Oliver had always argued thai if we did me the 
mounted object wouU ham toblend tn as muck as possible. The image itself could 
be anything, but there wasn't room for a full-blown pamung based an theistue't 
contents; u wot Roger mho suggested returning to the monster that adorned the 
cover of Issue h only closer up, and Have it hold the cassette m its daws, Oliver 
obliged with actrntc light and machtne^iled fangs. It it fascinating to hold up the 
two covers and compare them. 



II M&S CC CRAS " es » cover *as noi entirely inadvertent. It already seems 
an age of its own now but this was the first issue in which I began recalling thTcRASH 

E^M^ HF- a8ai " R ° ger Kwn was 00 *« ™ ve - weTS for he 

IZ, ? u aS " 1 T ch change {ot CRASH, where Barnaby had been running 
arge sections of the magazine for some months anyway, but the simple ctaageTtitoSS! 
a sign of the year's third upheaval at Newsfield. 

It would be wrong lo publish many of the confidential details, so suffice it to say that there 
were serious problems with the way THE GAMES MACHINE was run i SriE 

its first issue Graeme Kidd and Gary Penn were asked to leave the company That didn't cause 

SL C VST** H tSeir ' bU * 7 hen , 2 ZAP! Editor Ciaran Brennan decided" a few u5£ later m 

S'i'mt'nf ? re, , Unl W L ° nd ^ a u r ^ hUfBe WSS essentkl - R °8« Kean assumed Graeme 
Kidd • role of general overseer, which job he had been effectively doing for several mon™ 

of ZZAP!, and Dominic Handy became a full-time Staff Writer at CRASH 
JriuKri! " t" ^ C L hanges ' Neff!field left for ^ a n™al shebang at Olvmpia, the 

SeSfe 7™ rC u ^ C ° mpany ' S Upheavals Were s<wn ^bsumed 8 under the chaos 
of meeungs with software houses, signing autographs, selling CRASH T-shirts and (tehim* 
a spirited sucker war against Your Sinclair. In fact the only long-term casuahy of N^sfiekl's 

dismissed Graeme Kidd , was no longer happy with writing for CRASH 

I i^r^iV/^ Wnter a L neW secti0n miwl - PauJ Evans > a CRASH reader from 
Liverpool, had wntten t0 Banwby asking if he might try doing a column for CRASH on 
modem communKanona. The magazme's policy had always been to give anyoneTuy -and 
reXtan^ " reSU ' tS ' 80 PaU '' S C °' UmD StartCd * ^ iSS " e ' 3 ' *»" 

«£ ? * h ? u S d , eDUl ' 1116 video "a^K transformed itself into this motlev 

collection of videos, books, games and offbeat little snippets. ^ 

And as for the games . . . given the general mood at the time, one could be forgiven for 
SS? th | a ' S// r T ° Be , A ^P^B^mighthave been made almaXoutl 
2^ ^ P ^ bl t m W,dl * W3S dCSCribinB h 10 ,he ma * azine ' S ive » language used in d^ 
fTevL r gh y hereV l eW a ?, lasteful as could be > but we stm 8°t letters complaining! 
ca^ca^raSwef C ^ *** ^ Somi "o« 
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RAMPAGE 
PREVIEWED 

WIN A ■UMPAOING GORILLA SUIT 
from ACTIVISION 
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back in Ludlow, the show wemon toM?j£j£FT "2" 85 ?™ at 
College reviewer joining the ranks whXm^! ^ >p**n*i us of yet Mother L "d'°w 
moved away. Bym Kn^^k „^ « P i.^ ^ ° (Gareth Adams ' wh ° ha ° 
^SHir^id^eJrflffiSh^^^^^ t0 ' d US ' tad 6151 """ributed to 

Back in those days he'd underL e tfe CRA^H £f,il "Tl ^f n ' thefl ° w, *Pot men'. 
CRASH T-shirt ads. And thocXk wis a lo^ B lm 0rd ? , ' 1 bein 8 Photographed for 
of h.ir reappeared, he was excutd Slfe 

WhaX^ 

earlier, thenorion had b^o^o^tl^n^lX^^ tw °™*»hs 
company that made them, iSj^e«SSfci^ buy the spectacles from thespecialist 
houses in Britain which sSse in 3 D^h • 7°^ " C ° 3 ° to one of the tw ° «P»> 
have loads of iUustrSSelt^ i n QU ^ ''J** 0nly *'»"»*». ^en plans to 

°XscXw^^^ 

(of wtnch Markie has /b?S^-Sa^^^^, P "* d . wer 30 comics 
able to proof the result so i, couU SKX.?* f °, b,em ' tfa ^ gh ' WM W «W 

properly. This was achieved thtoZhZ 7* , spectacl ? s had worked 

Planning t0 check ^M^^ j&S^J&V Systcro used » &n 
magenta and process SSfeJS 2f P T ed draw,nBS came «« » P«cess 
print the pages, bu, close enouglT ( ^ -Bd 001 ^ te ,he «*»» to 

habit to leap up ^ to£K"2 ea^h °^ ThroUgbounhe foUo ^g ^ " becarne a 
ambitious The CRAWnS^ r masterpiece was proofed, each getting more 

who.e Kiss SrfSSi'ssr pianes of d , ep,h to ^ 

effects right. painstaking cutung, repasting and adjusting to get the 

screen photograpnyfS^' £^^Ti^^™ b ^ rf « TOb, «»"^ 
CRASH room, Nick rSw? S fer* f Do *™*™ » the 

Playing Tips; and anoth* ne« fee Zl£ a ^rl7^ "T™ £ ^ C ° mpilin 8 ^ 
Phillipson. David Peters was to rn~. S^T . ^ to ' om Barnab y. Dominic and Ian 

necessary. Meanwhile, Ben StonTmnW ,7,,„ . correcting and trimming where 

to write reviews and features. wiocka&H several times a week 
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When you 're wandering around a newsagent \ what grabs the Mention is a cover 
vnth a striking deiign or image. In taking Incentive's Fre&cape game Driller ax 
a cover theme, Olivet gave himself a problem; to make it obvious what the painting 
was about, it had to contain recognisable elements from the game or the adverts, 
yet those were not action packed, Driller being a more cerebral game. And of 
course much a/Driller'* power came from us peculiar i-D graphics, which liquid 
be hard to recreate without straight copying. So he opted for the fish-eye lens unage, 
a neat notion which wraps virtually 360° of view into one picture 



Kl^Thf h JC?* ° n C0Vef ' drawin8 aXteatioa 10 ^ ^PPi™ inside 

the issue. This had been set up in coniunctton with Piranha, to tie in with their Judge Death 
licensed game, after their interest in the OINK! supplement 

It was generally agreed that something from 2000AD would be even more likely to involve 
CRASH and ZZAP! s readers than OINK.'. Z000AD'% publishers were unwilling to 
participate - the title had just been bought by Robert Maxwell's BMPC group - but Titan 
Books, who held tights not to the 2000AD characters themselves but to all the printed stories 
and artwork, were about to launch a judge Anderson reprint series and were liaising with 
artwS °m colour™ ™* WW P 6 "" 3 ^ t0 "^tribute the supplement 

77^, Z T fl ^* T* ' n b ! ack i nd white . *> *c supplement in colour in CRASH and 
CLM was something of a novelty. Titan's artist took the original pages, shot them to film 
to make a black-and-white image, then photocopied each page by a special process which 
rendered the image in a very pale blue. This gave him a design which he could colour in the 
blue photocopy barely registering. The coloured pages were then sent to us together with the 
monochrome film, and we had the colour laser-scanned to provide the necessary four-colour 
separations We combined them with the Titan's monochrome film, and suddenly, there was 
Judge Death in full colour. 
Apart from the supplement - which prevented the third part of this CRASH History going 

content of CRASH - and the background feature on 2000AD and Titan Books, this CRASH 
had the first half of Robin Candy's huge feature on tie-ins. It was an appropriate time to 

fmn™ 8 Z c 'u Ue ' inS ° VCr Ucences *emed » be growing ever more 

important, and CRASH was in retrospective mood anyway. 
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A TRIP DOWN ARCADE ALLEY 
from ARGUS PRESS SOFTWARE 

CINEMA VOUCHERS AND GAMES 
from GREMLIN GRAPHICS 

& MORE THAN AN AVERAGE 
jl; v CHRISTMAS HAMPER 
from PIRANHA „ 

BOBSLEIGH * # 

from DIGITAL INTEGRATION 

BALL AND BALLBREAKER 

from CRL ^ 

GAME IN CRASH 
FATHER CHRISTMAS ■ 
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It is now almost exactly four years to the day that Roger Kean, Matthew Uffindell and myself 
sat around the only two typewriters we possessed, staring at blank sheets ofpaper, wondering 

CRASH. I am not sure whether the three of us harboured ambitions of seeing the company 
Sri magazines are organic things, and somehow they grow of their own 

and Z^iT ! B pe ° pl l ,hen: Rog«> Oliver and Franco Frey, Matthew, Denise Roberts 
and myself part-time At the moment of greatest growth (in terms of personnel), when LM 

30 regular conmbutors. Today there are just 34 full-time staff. I, is a much slimmer operation 
but also a much more streamlined and effective one wopcranon , 

.mriSlnT see P. SirClive Sindai f' s 'toy* compiler become the best seller in Britain, enjoying 
unrivalled software support from games which have ranged from utter drivel to 

71 Tl" T\?° Mut " bud S«-P ri « d SWies took hold and unit sales fell; 
tins has particularly hit the Spectrum, yet the games are still being produced and we are 

SSfSn* f b r B , SUrprlSed & SO c me MW piECe "f cleyerness. And despite the much 
discussed fall-off of sales generally, Spectrum magazines continue to ride high The 

,S" f H T ° f highest sales in Britain of any compute 

ZT^tu?* F^T *? IU8he " WOTldwide s aJ« Of any British compute/magazine - 
and is still the market leader, along with its sister publication ZZAPI 
J,'!*!" P^i" what the next four years will bring, but you can be sure that CRASH 
wtll arm to be the best, whatever the incidental difficulties; as 1 write this, upstairs in the Art 
Department Markie Kendrick and his fellow designer Wayne Allen are laying m the 
Christmas Special s of CRASH and ZZAP!. We thought it would be a tough mk for three! 
^l„TT C ?^ y T ™S P ? ple doin 8 because Art Diwctor Gordon Druce has 
n^ethele^ W * ^ thiS ' h ° WeVef ' you wiil lhe y succ ^ 

Have an enjoyable Christmas and see you next year. 

smmmmmsm 

And John Ettwnids^ who got in aJJ those advent at the start Thai paid for It 



LATEST SNK COIN-OP TITLE 
NOW AVAILABLE FOR YOUR 
HOME-COMPUTER 



is a massive 6 level 
scrolling platform 
game with all the 
features of the 
arcade original... 
addictive and 
compelling 
gameplay with 
hosts of hidden 
extras. 
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RELEASE DATE • NOVEMBER 16th 

CASSETTE: SPECTRUM £7.95 COMMODORE & AMSTRAD £8.95 ea. 
DISK: AMSTRAD £14.95 COMMODORE £12.95 

IMAGINE SOFTWARE • 6 CENTRAL STREET MANCHESTER M25NS- TEL: 061 834 3939 ■ TELEX: 669977 



ZZAP! 64 'ANOTHER DAY 
AT THE ARCADES' 




k(Ei4.«| Amiga Disk (£14.99) 



I Tel: (0955) 7676a 



Copyright 1986 Sega Enterprise? Inc. (USA). 
Electric Dreams Software. Authorised User. 



► Officially licensed from the greatest 
motorcycle racing gome, the thrills are s* 
real we considered making a helmet 
compulsory. 

► Four skill levels. 

► Four music tracks, 

► Push your turbo charged racing machine 
into 18 progressive stages racing across 
Asia, Africa, America and Europe. 



I rights reserved. 
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^SINCLAIR* 

QUALITY APPROVED REPAIR CENTRE 



COMPUTER 
SPRRES > 



HOWTOCEnrOURSPECTRUM REPAIRE DFORONLY£1™ 



SPECIAL OFFERTW^ SPECIAL OFFER 




WHILE YOU 
WAIT SERVICE 

^|CAUFORAPpoint MENT I 



.-.rniiij-T, ^p+.-rr-jn. ,nrr. 1 

.. . » Tronn i, r,p»„nr*r *pvt»Djro I 

r«i#fppo« jir-j pjcung 

£49 95 PraUrrTifnr p 

Update Your Rubber 
Keyboard to a 
New Spectrum* 

Fitted for only £29.95 + ci 50 

post & packing. 
(Also D.i.V. Kit available for only 
£24.95 4 a.sa pip) 
Same day service LIMITED offer 




wn * ^VS? *** T1X " ' M ^ ^» fT '^' n ■ f c * *» 



TEN ★ REPAIlTSElfeVICE 



tested before return. 

* Fully insured for me return journey. 

* Fixed row price of £1 9 95 including post 
packing and VAT <Not ^ between prtce 
of reaMv up to £30.00 which some of our 
competitors are quoting^ Mail order only) 
DIs counts for schools and col leges 



.,_ T K . ur „ 1L1 , T 3 M ri,[iLji|ii 

f we repair Commodore ws. Vic 20 s 

commodore jgs and Plus 4 - s 
* The most up to date test equipment 
developed bv us to Miy test and And all i 
faults wHtiin your computer 
. * Keypoird repairs, Spectrum rubber key 
' boards only EtO.OO. 
_* i month wntten guarantee on an repairs 




- BEST PRICE S f /- 

ARE YOU ANOTHER CUSTOMER - fed up *7k 
waiting weeks for your estimate? %J 

5SHSJE2S5 SEUSES** paired fast? Then send it now to the Number one Reoair 
wirn air cne latest test equipment ava able You are more man wpirnm*. w 
r?JKL2F air v0w cw "<> utw *rWe VOU «»lt and he Ip you w° JEJ f wS t™ n.ca Dmbltim 
EJ50 ° note wlgo« wu *o5 low ffSd ' 

KrV~SS 

fc OVERHAUL WITH EVERY REPAfR WE DO:- H&y 

*-Sfl«°r r £ cc Co *B u ^" H,n £ "ifVbciart. Ch*ch ttie loading and saving chip put new feet on 
2SSSEi2S ur K t L cr * c ! ^ r V 1 ™™ orv check fllf ?K ^ t& '"eluding ea™ke an? replace 
Si IEiJiSS^ h^-^IS" 51 ^" ° f £19 95 lnc,udln B VAT 3,1 P arts insurance aiS iost 
25 P?c^9 Jo hidden ertras whatsoever we don t have to boast too mjcn about our 

£mS amS^ ^ 3,1 0ver the * 0fla h '9^"V dehghted iSh o ur 

service A first ctass reputation for speed and accuracy. Don t forget we also now have a 
Service Branch in Manchester oty centre for *m.g you wair service 




ntipon came 

£10.95 

mutE 1 socio 



The tncffcih 121+ trwKj Rn 

|Lnrc*n anCK.6mpiftitiOn.prD 

WJCSMai Fwrntifrfjce nfrmai 
•eco'^in-*rr*?? recall itrtc* 
Dim Durcnai*tt>fl*rtief 
SfrhrUloWflfpf.cefrB J J 
JOvitlCk *V*iJoj c fl ?WJ aYJrte Horn 

ice^r- £T 2.9S piui ei w d 1 p 



''Cammodor* 
'eCriat#m*nt power 
TfirHfOrmpr f?9 tt) 
PIUS£1 SOOip 




Spectrum keyboard 
membranes 

£ 5.50 plus £1 5D p * p 
Spectrum Pfus spare 
•(evboard mempfanes 
£12 90paust1 50p4p 
2% 8i membranes 
E5 OOpu^n SDpAo 



HBP^i^T NOTICE Don't be misled by adverts showing between prices 1 a recent 
complaint against a Manchester repair firm. Mancomp was upheld by the Advertising 
ffin^? ds ^S?^ on two countS ' had st3tecl eBC ^parrs^between £14 and M5 
then charged the customer £65." Their guarantee policy was misleading as it did not 
— j make ciearthat all repairs were not covered 




USE ANY 

JOYSTICK WITH — m 
YOUR SPECTRUM + 2* 

SINCLAIR JOYSTICK' ADAPTDH FOR 
CONNECTIKG SPfJCTflUM +2 
COMPUTERS TO MOST JOYSTICKS 



ON-OFF SWITCHES 

FOR THE SPECTHUM 
AND SPECTHUM + 

□HDER ha 
1057 SPECTRUM 
"067A SPECTRin>, + C 
+ t SO p + p 



THE VIDEOVAULT COMPUTER COMPANION 



EDITION NOW HOT OFF THE PRESS 

New bigger catalogue now available containing over 2.500 items including software foraN computers joysticks 
spare parts, business software, books, plus many more. Justsend 2 >:18p stamps fOryourfreecopy OwrM pages 
full of top Quality pr oducts rJeHveted to your door by return post. ■ — y 




140 High Street West Clossop OerDysnire 5KU BHJ 
Tel: 04574-66555/67761 Head Office & Access orders, queries 
Manchester 061- 256 0375 while you wait repair centre only, 




POST + PACKING 
CHARGES UK ONLY 
OVERSEAS 
POST f PACKING 
CHARGES PLEASE 
WRITE FOR 
QUOTE 



COPYRIGHT VIDEOVAULT LTD NO 789003 FAX NO. 04574 68946 ^^Hz A 



AugUSt 1986 "™" d * Smitb ' 5 claim » M^ue girfc tipsttrdom and the backlash from C&VG'j 

ISSUe INO. JI M Hawaii. The onpwl brief- Hannah mud-wrtstling with Melissa -was 

Released OH " J hls * lemmt than fa O/iiwr fynwrf in idkrt became the mint 

lulv 3Ut rl^JT ° f *** ^""^ W l>nw«m* fcv fun*. 

JUiy Jlisi c ™S"ri^ss^aimheuwtkiisbacki0ifawlifig 



hree new names appeared on thisissue's masthead. Ian Craig was a well-known commercial 
7 1 A Ua ^ r, ^ nd S T C ° f h,S com P uter " rel ^ed work had appeared the previous year in the Issue 
Z l .„ rhe Cover [ eat L ure ' The OD ' ecl was tt3 have someone to help with the massive workload 
of illustrations, which up till then had all been on Oliver's shoulders. Tonv Flanagan was a 

SSnSz v f CT cS f J df i° rd Wh ° wantcd 10 move bto i ou ^^sm. He became the third 
Stafl Writer for CRASH, but his time at the Towers turned out to be short. The third name 
had a familiar ring about it, especially to ZZ API readers, for it was Julian's brother, Jonathan 
1 '^f^ngly complex lilm-pianning work we were undertaking in-house meant 
thai Matthew UffindelJ had less and less time to spare in the process camera room making 
halftone pictures So Jonathan was brought into the department as a process-camera operator 
1 he month of July saw much activity on the new magazine, too- LM had become a reality 
a launch date was set for a free copy with the Christmas Specials of the three computer titles, 
and Koger Kean was beginning interviews for the large new editorial team that would be 
required for this ambitious project. It was also clear that ihe King Street offices could no 
longer cope Newsfield had been searching for over a year for premises big enough for 
expansion, but there was nowhere available in Ludlow. So a large semidetached house similar 
in size to the King Street headquarters was purchased and converted to offices for 
administration and LM editorial. This was on Gravel Hill, Ludlow (once misspelled 'Grovel 
Hill , and u would soon be nicknamed l The Grovelry' since it was where the pay cheque* 
were issued . . . % But the move was still over a month away as the August issue started. 

In the meantime, the tiny CRASH office was even more cramped, so Tonv Flanagan was 
dispatched to Wpooi to interview Software Projects about their forthcoming conversion 
of Dragon s Lair. Interest ran high, partly because of Dragon's Lair arcade fame, partly 
because no-one could see how Coleco's complex , interactive game would come out on a home 
micro It was hoped they would do better with it than US Gold did with the conversion of 
^Htu Master, a flaccid beat-'em-up which got 56% - the same as Subterranean Nightmare, 
but the latter was a £2.99 budget game under US Gold's new Americana label. Americana 
worked well enough for them on the Commodore 64, where golden oldies imported direct 
trom the States offered good value for money, but of course in converting most lost their 
original qualities on the Spectrum and proved to be no more than low-value games like so 
many other budget products of the period. 

Still, Firebird scored a budget Smash, Rebel Star, with Sean Masterson in Frontline, and 
a rull-pnce one with Heartland. This arcade adventure was programmed bv Odin, who had 
ceased marketing their own product to become Telecomsoft developers , . . the absorption 
of independents by larger software houses continued. The Edge had a hit on their hands as 
the Marble M adness clone Bobby Bearing found CRASH favour; and so did Palace with the 
follow-up Cauldron 11 , successful because though it was a sequel in name, in gameplav it was 
entirely different from the first Cauldron, a very polished platform game. Hewson brought 
out lyracum, an isometrically 3-D scrolling adventure in the mould of Dragonlorc, but the 
peculiar problems u presented made it special. 

Our peculiar problems were about to start - school holidays and nowhere to seat 
anyone 



A NEWSFIELD PUBLICATION 
No.32 

SEPTEMBER 1986 fc f 




\ I "DHhJ BMP IN 
I RNHSTHSlR APPROACH 
TWfe B5TERO»t>«- 




. WE Must stop 
the &reen horror 
se fore the psteroi 
collides with 

US/ 



I WILL 
DESTROY 
VOUR PUN 1 / 
EARTH/ 
PARE/ 




V 



WILL PAN THWART THE MEfWS PLBN 
TD COMlNflTE TME ClVJLISEP UNJU£R5£?1 



September 1986 
Issue No. 32 

Released on 
August 28th 



OJ all the covers m 1986, Olivet most looked fonoard to doing September', He 
hod been annul Dan Dorel Eagle fan os a hoy, admired Frank Hamtotm 
(Dare . creator) and Frank Bellamy, vjho both hod drauv same of the .memal 
stnps a^dfmalty go, u, dm, Dan Dare Umdfwlm Eagle Mi reached m 
the ktgtoiez. But Oliver never rated the relaunched Eagle, so the m twn of 
reaeaung an original Fifties-style Eagle from page for Virgin's acclaimed Dan 
Dare was close to his heart -as was having a comu as a CRASH emrr 



The long-running Genesis - Birth Of A Game competition had reached midway point by 

mM -, The . D?™* "«i D«i8n Design, h a d finally whi.Z the 

n^wTTwTr ^ d ° Wn W J ,° hn E88lWOn Snd Kat ^ The rest ofthe series would 
nowdeal with the programming, packaging and marketing. 

h„^ a T ng ' Pf ckaging ^dnwrketing was a problem Beyond were just about to walk 
S" 1 ? t bUthety "»>™«« to J 0 hn Minson exciting plans for me 

officii Star Tre* game, hnle knowing that production of the game would take almost as long 
as a voyages of the starship Enterprise. Minson had another laugh up his sleeve; Gary Uddon 
and Andrew Wright had managed to crash their company car a week after geS fi Tn" 
accident took place ma Manchester oneway street (they weregoing the wrong wav.of course) 

Sw^Tou« onBed ,0 ThaimiUS - Yes * NewsfieId tad taken * e p' un « e ^S252 

Thalamus really started at the JuJy Commodore Show when a young man from Finland 
introduced himself in halting English as Stavros Fasoulas and%holed Rog^ Kean a 
Commodore 64 game called Rainbow Warrior. Roger was so impressed with 7, ma he 

ES££,^? f T t$ TtT * ^ ^ *«»■ Sl *™ *™d »P. Gary 

wT„ IT Newsfidd s to look after programming tech^icali^, an^ 

SSSliS W8S a l P ° mt ? 10 head Thalan,us na ™ which Garv 
hi hl^ ^ R T b T *»!!?'<*»B ta l name to Sanxion and the rest, as they say, would 
be history -at east for the 64. Thalamus has yet to produce a Spectrum game ' 
n l™hU,lT l0 ° ked .P re tty for a change. Virgin's i>™ Dare proved to be addictive, 

£ mamT hi?^h nB,nal - ST* W ° f ^ 10 m8ke ^ ^ different on each of 
l n ™ avoidmg the mev.table, and often invidious, comparisons. Going 

from one Dan to another, Mirrorsoft repeated a success with Qpmfe Dan 11, improving 

SbrL^^ ? "fT ^ ^ Mik ™-^" a Smash by a 

5EL S ' a,ntoSfeei ' "jhoot-'em-up based loosely on Harry Harrison's SuM*. 

&m( An character as re-envisaged by aWMD, while CRL found themselves in Derek 

J^-flS^^ ™*» 

ti J^°^ r , near ' S r ,Sl, ^ ,S ^ 0ne of ^ besl ^S 1 " stations on the Spectrum at the 
t$S^SSSSS^SS^ Spectrumhousea, but usuXknown for 
Upstairs was beginning to resemble the moment before the Great Flood, when the ark was 
.ncomplete and ram ducotaed. The administrative move to Gravel Hill was held up by 
decorating, but the new LM team was getting busy writing and designing a dummy of the 
SX» ^ P^ted to potential advertisersat a launch party set for mid-September. To 
add to he problems the an department needed more people to cope with a fourth magazine 

oS^TlS? ™ t0 m ° VC M f tthe r. l I? ndel1 and his hu 8 e »S h « table down a floori 
but only once the administrative people and LM had moved off to Gravel Hill. Somehow we 
packed the animals m two by two - and it rained chaos. 



October 1986 

October's cover marked a departure from the previous 32 covers; for ike first time 
fcciitf* TSIrt « r" *^J^^^^^ history it was painted by a hand other than Oliver Frey*i f that of 

ilU. jj fan Craig ft ivas not designed with any particular game in mind, but did have a 

fussing resemblance to (and VMS a visual pun on) Oliver's very first CRASH 
Released On cwtr - ™ «* sovagfifacejan used a photograph of a friend, though the pointed 

Sentemher ?Sth ears and sharp fangs ^rt invented. As Oliver does t^sh many pktures t Ian used 

* <*" airbrush and then overpainted with an ordinary brush. 



Early in September most of the editorial and mail-order staff decamped to London's Olympia 
for the ninth PCW Show, It was the year of the infamous sticker campaign, when C&VG 
plastered the Newsfield siand with Melissa Ravenflame adhesive labels, and Newsfield 
retaliated with some Hannah Smith stickers printed at the last moment. At one point 
Commodore User editor Eugene Lacy returned to the EMAP stand's office and could no longer 
find the door- Mike Dunn and Ben Stone had hidden it under literally hundreds of stickers 

It was also the moment when Gargoyle Games underwent a metamorphosis and became 
haster Than Light. Apart from the excitement of their own two games, Lighiforce and 
Shocktmy Rider, they had a hit on their hands for Elite with the much-delayed Scooby Ooo 
fclite were nding high: after a disappointing Commodore 64 conversion of the coin-op Paver 

fSi ^ j , USt ^.fl* CR ** H Smash on thc $PM™»> the Capcom conversion 

194 J did far less well. Domark followed up the puzzles of Splitting Images with the official 
version of rnmal Pursuit. Despite the many trivia clones already out, the qualities of 
Llomark s version shone out, and it too received a Smash. We also thought highly of Costa 
Panayi s Revolution, a 3-D puzzle-solving game which earned Vortex yet another in their long 
line of Smashes- 6 
The biggest disappointment, though hardly a surprise, came with Ocean's ludicrously 
delayed Knight Rider. Rumours from within Ocean's offices had said it was a poor effort and 
it was. 

Internally there were some sweeping changes. The new offices opened, admin moved out 
Wm planning moved down, LM moved across for two weeks from its small room into what 
t «S dverUsm S before fi^y departing to Gravel Hill, CRASH moved upstairs to where 
ha J d ? een and Cameron p ouna " s photographic empire gained the room CRASH had iust 
vacated. It was a bit like playing Splitting Images. 

Gra c en £ ^ dd Wa i Cd 3 S° ot %e of sorts. At the very end of August, shortly after CRASH'S 
new Mafl Writer Tony Flanagan had decided to leave, Graeme himself resigned over 
administrative problems. It was a difficult moment, with CRASH short-staffed and LM 
starting up, so Graeme was offered a new job as Publishing Executive in overall charge of the 
^ e A V£T Uter ^azines - which he accepted. However, he would remain titular editor of 
™" f °r a wml * Meanwhile, Roger Kean had finally relinquished the editorship of 
ZZA1 ! to Gary Perm, and moved with the rest of LM to their new home in Gravel Hill It 
was a busy month. 

And on top of that came news from the Audit Bureau Of Circulations that CRASH was still 
the biggesi-selling computer title in Britain, outstripping all others at over 100,000 copies a 
month. Roger Kean recalled a meeting in April 1984 with several top people from the old 
Imagine in Liverpool, when someone prophetically told him that CRASH was so different 
thai n was bound to sell over 100,000 a month soon. He had been pleased, but seriously 
doubted CRASH would ever reach those sorts of figures. Doing better than 50,000 would 
have been a thrill for us in those early months. 

At about the moment the October edition reached the printers, LM was officially launched 
at a big party in London , where the dummy was introduced to potential advertisers and Roger 
Kean made a speech he had rehearsed for days. I hate parties, I didn't go 



November 1986 
Issue No. 34 

Released on 
October 23rd 



for mthu is probably the terns mteremng CRASH cover, and certainly a 
dutppaintmL-m from lan Ctmg after the previous month's. The dynamic* uork 
tuell enough but the iiejinuum of both craft and explosion « poor; u is hard to ice 
wtot w <ra or what « kappamg, The illustration, of course, relates to FTL's 
game Lightforcc. 



7 ith I^^ 11 "^^ Tony lhere a" 0 *" shuffle as L«e Paddon moved over 

from AMTIX ! to CRASH. Lee had joined Newsfield some month, earlier 3ES23£ 
Your Computer to act as the AMTIX! Software Editor - no. that there was atetoKd 
? b£ k COncerae 1 d ab ™ t - We »™l to have moved into that strange ^IpcwIZl 

eve G rvX y wi,hXtt,TK W ^ L ^ Jf^ ° ff WeU ' however > wilh bemusing 
everyone with he fact that it wasa hard and fast shoot-'em-up in the Xevious vein rather than 
a complex scrolling graphic adventure. 'A chance,' said the Smash review, for 'ma ns ream 
l^t T I"™ 1 ' "nftnunately forgetting that that was exactly how Gargoyle Ga^ 
had started out three years earlier, with the 3-D shoot-'em-up Ad Astra. And \ UgkrfZts 
graphics strongly resembled Ad Aura. w/vrce s 

Qukksilva's GUder Rider was an odd case; the 48K version of this 3-D forced^perspective 

hetfuT/ Va i ' a W tbC 1 28K Ve P l0n 50316(1 10 92% " The ™" Terence tSo be 
he sound. And sound was only one of the problems faced by Digital Integration's TT Racer 
It lost favour for being too much of a simulation and being too difficult tfplay 

J?* We -VT T SmasheS - Nap0letm At War from CCS edited Sean Masterson 
and the game with thesd best name ever - Fat Worm Blmv S A Sparh - earned Durell Ze" 
e ™Bampra.sefor^ 

There were enough disappointments for several issues, mostlv in the budget range, where 
S * "V?" 0 *? *»foy <H™ a few games on Masterfronk^M A D 

Ubelj. Following on from the previous month's release of Knight Rider came another Ocean 
game 18 months late - Street Hawk. Again the difficulties of developing the game Vhone 
through, though u did slightly better with 68%. Another tfe-fa proved aKw^^nS 
lttZ^f° n £ 0m ^ lne H ° USe - "^y pushed as their big Chris"ma Tame, t 
SL^tS^ ^.P^hihty was irrelevant. The big arcade conversion was Dragon's 
Lmr but Software Pro,ects's problem in reproducing anything of the original's video-dTsk 

f.Wn r* 1?^ 35 ,hC ° nlV reallV inte ^8 etement of (he arclde machme - let 

it down dismally on the Spectrum. 

T%t? liD G ?P hiCS fared J . far 1 _| ,etter w »h *eir Spectrum version of the Commodore 64 hit 

We featured an interview with programmer Don Priestley, a man with possiblv the longest 
Spectrum track record; but from a historical point of view i, was the interviewer rawer than 

£« XZZZZfcr noteWO " hy -. BiJ1 S ^ **** ^e editor of Suul^uZZd 
taken that magazuie from a strong position to the leading place till CRASH overtook its sales 
2 ^K e T d tCha ^ home CRASH any hard feelings over the previous year's verbai 
war - so when he resigned from Sinclair User earlier in 1986 he had come to Ludlow to help 

m^Z^^^S^S* WS *** ^ at home SB 
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December 1986 
Issue No. 35 

Released on 
November 20th 



After the Uidimm of the Lightforcc cover illustration, Olwer Frey steamed back 
inwithalargechst-upmowterpicwe. The excuse for u was Ocean's Cobra, and 
raster than slavishly devise tome illustration based on the game Oliver chase lo 
interpret the title literally. The serpent is very much in Frty/CRASH style 
chromtsim-piaied needle fangs, slavering jaws agape dripping what could be alien 
machine oil. Its impact ts undeniable, and I ihmk itvuts the itrongat mage af the 
vear. 



As if to make up for the November issue, December's provided seven Smashes, Denton 
Designs struck back after some ^determinate games with The Great Escape for Ocean 
displaying yet another form of isometric perspective to describe the World War II POW 
castle from which the player hoped to escape. And Hewson must have been pleased; Steve 
Crow, with three previous Smashes for other software houses to his name, programmed his 
tourth for them. Ftrelord was a game of chivalry set to Steve's characterisiicallv attractive 
graphics Then there was the risky conversion of Andrew Braybrook's monster 
Commodore 64 hit Undium. The risk paid off - much credit to Dominic Robinson, who 
recreated the original fast-scrolling bas-relief graphics very well 

Durell clocked up another Smash with their dragon story Thanam, and Mosaic's 
adaptation of a Dick Francis novel gave Derek a pre-Christmas treat in the Adventure Trail. 
Ocean hit big film tie-m time when Cobra- cynically expected to bea terrible disaster -turned 
out to be a fast, addictive and playable winner. 

t TC °r e u ? in "° p successes had be «i Gauntlet, an obvious case for conversion. 

Ui> told had the official rights, hut clones were a-cloning and it was a close race between 
Firebird, who got a Smash for Druid, and Electric Dreams, who just didn't for Dandy But 
what was interesting was Dandy's claim to originality, for the coin-op Gauntlet was a 
conversion of the original Atari game called Dandy written bv student John Paievich! 

1 here were some close misses, too; Palace's The Sacred Armour OfAnttriad, for example 
But if Ocean s tie-m gamble with big Cobra had paid ofT, US Gold's big gamble with The 
Uoomes did not - it was a dispiriting mishmash of a game. 

December was also notable for the first time budget^game reviews were grouped together; 
this budget ghetto had (and has since) often been considered for CRASH, but rarelv 
repeated. * 

Kat Trap was coming along well, and after the previous month's preview December's issue 
included an article about how Oliver was painting the game's packaging - and the ad appeared 
too, though ,t wasn t included in Bill Scolding's wry look at software advertising, a funny 
article which reviewed some recent ads and rated them in traditional CRASH style 

The first issue (Issue Zero) of LM was almost ready for printing; to reach as manv readers 
a A?rTv * ' u W< 5? l ° mcluded free in tile Christmas Specials of CRASH, ZZAP< and 
AM I IX! rather than go on the newsagents' shelves on its own. Up in the art department life 
was Irenzied, as they would soon be working on four magazines simultaneously- Still, two 
new paste-up arusts appeared to help out: Sebastian Clare and Tim Croton. Sebastian's father 
had once owned * company called Small School Software, whose premises had been the first 
floor of the King Street Offices before CRASH editorial moved down there late in 1984 
circles within circles. 

And there were two other new staff members; in film planning Newsfield took on Nick 
Orchard, a school-leaver, for Matthew Uffindell to train as a colour film planner (he was 
bearing m mind the extra work involved on the all-colour LM), And downstairs in the 
photographic department, Cameron Pound received some help from Michael Parkinson, a 
Y TS trainee from nearby Tenbury Wells. 

Newsfield's first office Christmas do, held at a restaurant outside Ludlow, had been for ten 
people, The second had been for 40 (staff and family) and was held at the Bull Inn (home of 
the fictitious Old Flatulence Bitter). This year's was to be for some 64 staff and many invitees 
- we were getting bigger ... y 



9 
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Christmas Special 
1986/1987 
Issue No. 36 
Released on 
December 10th 



I he nature of CRASH Christmas mue «KW* was established, but (his year 
?■ t^i* ^ff?' CDS kad b&rn <W based around their Bruin 

Uough s f-ooiball Fortunes. He molved ft by setting lands afOUbtm round a 
fable playmg the board! computer game, while Cfottgh, dressed as Santa Clam 
peered on . It was unusual because it was entirety monochrome - but this suited 
Oliver, who had three other covers to do at the same time Yet the vigorous line 
WMm \ makes Ui own impact, and it remains one oj th* best-taken risks m his 
CRASH career. 



CRASH readers got their first chance to sec Newsfield's biggest gamble to date with a free 
80-page issue of LM. There was also an article inside CRASH showing a picture of the LM 
editorial team taken at the London office (LM had two offices! j. I wasn't present, which was 
just as well, because the picture was very dark, A staggering 296,000 copies of LM Issue Zero 
company^ investment then, and in later months, would very nearly cripple the 

J!^ SgP W was settied *y booking Ludlow's biggest disco (out of 

wo, the Starhne Club In the event, some 150 people turned up, some software houses 
travelling right across the country to be there. It pleased us a lot thai thev made the effort 

Yet another new face turned up in the art department, that of Markie Kendrick, who 
applied for the job because he knew the magazines and had once even drawn a Sabreman 
cartoon strip. Markie was a good find , quick at layout and fast on the draw - it was his comic 
inventiveness that led to King Grub in LM (and later in CRASH). 

The games were less exciting, though Realtime gave us their very best Smash vet in 
Starglider-gBod on the 48K version, extraordinary on the 128K - for Rainbird, and Rainbird 
also received Derek s accolade for their Jewels Of Darkness compilation of Level 9's older 
adventures. But Derek was less than pleased with the 'Class Of '86' overall, thinking it a 
generally lacklustre year for adventures games- 

Design Design had been busy; two for Piranha included the Smashed 3-D Dracuk storv 
>\o S feratu and the less than Smashed 2000AD licence Rogue Trooper; and then there was 

™Tc2 5 Tm t Al l3St ±G Genesis com P had Siven birth < & was a bit hard for the 
CRASH reviewers because they were all aware of the danger of bias, or at least being accused 
ol it, so extra care was taken; however, Kat Trap still did well at 84%. 

The remaining Smashes went to CRL for Pete Cooke's stunning follow-up to Tau CetL 
Academy, and to veterans Microsphere for their brilliant detective arcade adventure Contact 
Sam Cruise. 

The big fun event for all the magazines was the Reviewers 1 Challenge, which starred Gary 
Penn and Julian Rignall representing ZZAP1, Richard Eddy and Massimo Valducci 
representing AM FIX! and Ben Stone and Mike 'Skippv* Dunn representing CRASH 
Massimo was a young man from Shrewsbury who had been given a job earlier as a trainee 
subeditor but had drifted into the role of AMTIX! reviewer. His Italian good looks made 
him popular with the female members of Newsfield staff, and their bets were on him to win 
bveryone else s were on Julian Rignall as supposedly the company's ace arcadester, but in the 
event it was Ben Stone who won for CRASH . , . much to his surprise 

Just before the Christmas rush really began, the magazines got themselves a real live 
subeditor in mad Irishman Garan Brennan (a sub's job is to go through articles checking the 
spelling, grammar and sense of the piece, rewriting if necessary). During the early days much 
lun was made of typographical errors in CRASH (though they were as apparent m other 
magazines). Now there was no excuse 
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Con I act your nearest computer store 
for details on fuH range or clip 
the coupon. 

Prices from £5,95 -C29.95 
Euromax Electronics Ltd. ✓ 
FfiEEPOST Bess^ngby / 
Industrial Estate / J> 

Bridlington Y016 4ST A ^ 

^ 0262 602541 g 

FT^ Access Accepted jf 




J^FlSL ?£2! ^ ^ top xore so far received tar each game - flrst 
Now read on . . . 



BATTY 

Simon Auger, Carney fsfand, Esse* 

Tommy Green, Mrtcharm 

Andrew Mtmurdo AshingEon, Northumberland 

BOMB JACK 

Jonathan Rldeh aJgh Markfteld 
Paul MorrPt, Sourhport 
Juan Gu«ft. Dudley 

BUBBLE BOBBLE 

Jake F JawJn London JW 
Paul l?eevei r Bournemouth 
Daniel Goulden. Reading 



Elite 

1654075 
5P 180 

1 I 73SO 

Effte 

625950 
203790 
500290 

Firebird 

1500000 
587000 
2T (000 



DEATH WISH 3 

Tommy Green Mitcham 
Dawn Melli Sitkup 
I D King, Wfncanton 
Paul Morris Southpoit 

ENDURO RACER 

Philip Rets. Chipping Norton 
Stuart irVhapp tei r Harrogate 
Sam Spundfow, Work-top 



Gremlin Graphics 

1B7000 
99730 
48905 

117300 

Actj vision 

22244 S3 
1795068 

21J0O 



EXOLON 

Paul Tlflsiey, Fill 
Ian Relet Rerg c icp 

Michael Turner, Stoke Gabriel, Devon 

FREDDY HARDEST 

Derek Manny, Fffe 
Paul Calvert, Pererfee, Durham 

GAUNTLET 

Miguel Nunes, Torquay 
Paul Morris Souchport 

David Port, Lrversedge, West Yorkshire 

RENEGADE 

NJail Lecouitre. Priori 
Daniel Mansion, Bomhofm, Denmark 
lain Rlgby. Blackburn 

WI2BALL 

Paul Rooks, Washington 
Alan Mcgroajy, Doune r Perthshire 
Nicholas Tellls. Harrow 

ZYNAPS 

David Fort. JJversedge 
Dave Mortimer, Bristor 
Ml<ha«j Wright, Wa Isari 

WINNERS 

? k t? e, L. l * r '3 ht of Waisall was first out of the boastful horse's mouth rhk 
month - he wins £40 worth of software [pncludrng Merce^ me and ?2 

Runners-op, M ch getting a CRASH cap and T-shirt are Wavne BJnni* 
Remember - ary score sent in to SCORES can win you a prize 

SEND ME YOUR SCORES 



Hewson 

943200 
S5470 
558100 

Ocean 

568Z00 
153400 

US Go/d 

[2497494 
TOJ990 
936&Z2 

Ocean 

1 1 I 1187 
45960 
139250 

Ocean 

238920 
rZ480 
8320 

Hewson 

163725 
87950 
41900 



ADDRESS 



IF A WIN TOP PRIZE I WOULD LIKE THIS €4^ 
WORTH OF SOFTWARES 



POSTCODE 



MY SCORES ARE; 

GAME SCORE DATE ACHIEVED 



AND IF I WIN ANY PRIZE t WOULD LIKE THIS 
CRASH T-SHIRT, CHOSEN FROM 
ADVERTISED ON PAGES 166-167; 



THOSE 



The dec.sjon of CRASH'S appointed judges rs absolutefy final in all respects 
insofar as anything in an expanding uoiSerse can be final 



/ FREE CINEMA VOUCHERS 
7 AND GAMES FOR ALL 
7 THE HE-MEN! 



SPOT THE 
DIFFERENCE 
AND CLIMB 

INTOACANNON 
WITH 




AND ALL 
THE OTHER, 

i 




THE GAME of the film of the toys is here - Gremlin Graphics plans to 
release Masters of The Umv&rsB this month, just as the movie opens in 
London. Gremlin's exclusive film tie-in is the latest episode In the story 
of Mattel's Masters Of The Universe characters, the subject of over 1 ,000 
licensed products Including the TV cartoon series. 

Bui Masters Of The Universe is the first live-action film to be licensed 
from a range qf toys, they tell us. and like all great movies It brings 
together the forces of good and evil. For those of you bit slow on the 
uptake, that's He-Man and Skeletor - and it's He-Man you play in the 
Gremlin game, fighting with Skeletor 1 s vicious henchmen through eight 
action-packed levels before a final confrontation with the embodiment 
of darkness himself . 

And when youVe played the game you'll want to see the film - so the 
generous Gremlins are giving away £150 worth of Cannon cinema 
vouchers. 

The winner of the first prize will receive a E75 voucher for use at any 
Cannon cinema in Great Britain, We reckon that's about 35 free trips to 
the local movie house, probably a year's FREE viewing! Just think of the 
popcorn you could pop , . . 

Second prize is a £50 Cannon cinema voucher and third prize is a 
£25 cinema voucher. 

And just to make sure you're not out of the house too much Gremlin 
has thrown In Spectrum copies of the Masters Of The Universe game for 
[hose three winners and 25 runners- up. 

We've come up with a realiy original Idea for a competition to sort out 
the He- Men (or She-Ras) from the wimps - spot the difference. Yes, all 
you have to do with the two pictures of the movie's megamuscted star 
Dofph Lundgren {remember him as the Russian boxer in Rocky /V?) 
is . . . wen , , . umm, spot the difference. 

Circte as many differences as you can find on either picture and send 
it, with the form, to GREMLIN'S MASTER OF THE MOVIES C0MP, 
CRASH, PO Box 1Q, Ludlow, Shropshire SYS 1 DB to arrive by 
February 1 The decision of CRASH'S appointed judges is final in all 
respects, because they're bigger than Dolph Lundgren. 





NAME 

ADDRESS 



POSTCODE 




NTLINE 




NEED REVITALISING 



TO MY GREAT RELIEF things have picked up again this month; which 
ts |ust as well, for I was beginning to fear for the future of wargaming on 
the Spectrum. And for my job! 

"me war game world concentrates heavily on World War II scenarios. I 
don't have statistics to hand, but it seems that in the last year most of the 
games which have relied on traditional troop-moving have concerned 
Ihe years 1939-1945, Many of the public prefer games based on familiar 
battles {especially those m the last war) because they are still very recent 
history: film critic Barry Norman has commented that Nazis make perfect 
cinematic villains. The imagination is excited by the kind of baddie whose 
image is still part of everyday life, but who is no longer a threat- 
Practical considerations are also an important factor: designers can 
lake advantage of the many diaries and memoirs of the last war which 
have been published, and photographs are abundant. 



However, there many people, myself included, who would like to see 
wars from the much more distant past, and imaginary wars, treated in the 
same way. If reliable historical information is lacking, then surely a 
resourceful designer could make it up. Games based on events many 
centuries ago could be just as realistic as those of World War II, 

What about a game, with a series of scenarios and a campaign, about 
some Of the wars fought by the Israelites in the Old Testament? Ot 
Hannibal's invasion of Italy? Another possibility is Boadicea's uprising. 
I'm not a programmer and I'm not a military historian, but I can think of 
half a dozen ideas off the top of my head. 

The Spectrum's memory does have limitations, which do affect the 
way strategies are devised. However, a bit of imagination and innovation 
would revitalise things. 



HIGH FRONTIER 



PRODUCER: Activision 
AUTHOR: Alan Steel 
PRICE: £9.99 

High Frontier is most unusual; it's 
not entirely hypothetical, as the 
Americans' Strategic Defence 
Initiative (the so-called Star Wars 
system, with space-based laser 
weapons set up to destroy nuclear 
missiles which attack the States) 
ts going to become a reality. Nearly 
all wargames are either based on 
the past or are purely hypothetical; 
this one is on the frontier of the 
present and the future. 

Another unusual aspect is that 
you are not only defending a 
Superpower - you're conducting a 
major research project at the same 
fame. The objective Is to construct 
one or more satellite systems and 
get them into orbit before a 
I Russian bombardment takes 
I place; success is measured by 
now few missiles get through to 
American soil. So even if your 
teachers couldn't see you 
becoming an aerospace engineef . 
you now have the chance to prove 
them wrong. 

High Frontier is presented in a 
series of highly symbolic icon- 
driven screens, and it is essential 
to use the 26-page manual to 



interpret the screens. The first 
stage in playing the game is to 
decide how many missiles the 
USSR starts off with, and whether 
the presidents of the USA and the 
USSR are warlike 'hawks', 
peacemongering doves' or 
middle-of-the-road realists. 

Having made your choices, you 
have to develop and assemble 
your defence systems, keeping a 
watchful eye on the clock 
(because an attack is coming) and 
on expenditure (because the 
money for the project has to come 
from somewhere). There are six 
defence systems available, 
though it's unlikely you'll have the 
time or funds to get all six 
operational before being attacked. 
So the player must allocate funds 
and manpower to the projects of 
his choice, and each stage of each 
project requires a particular level 
of funding and manning. 

Your requirements vary from 
stage to stage, and are never 
predictable, which adds to the 
strange addictiveness. Some of 
the research turns out to be 
fruitless, but once you manage to 
produce satellites, you can launch 
them. 

True to life, some ot the 
launches are flops. And even when 



the satellites are in space, they can 
be a millstone round your neck, as 
payments must be kept up. Failure 
to pay off all the development 
costs will result in bits falling off 
them. 

The author has made sure that 
the Presidential telephone icon 
cannot be ignored. Throughout 
the game, the President contacts 
the player, usually to ask for 
progress reports. Since the 
President controls the purse 
strings, anything you tell him 



should be calculated to get him to 
release more money for research. 
Thus this section becomes a 
cynical exercise in telling him only 
what he ought to be told I 

Sooner or later, the real 
excitement begins. It's all over 
very quickly, and the program will 
assess the performance of each 
defence system. It may be a 
postmortem. 

High Frontier is beautifully 
produced to what might be called 
arcade standards, and makes a 
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neat and self-contained game with 
a fairly short time limit. My only 
complaint is that there's little to it 
though rfs enjoyable to play while 
rt fasts. But it's certainly well put 
together, and the manual is 
interesting in itself. 

Presentation 90% 

Extremely polished; and it's easy 
to control despite the apparent 
complexity of the icon system 

Graphics 87% 

Both attractive and functional 
Rules 79% 
Substantial, though it's difficult to 
find things 

Authenticity 75% 

It's difficult to judge the 
authenticity of a simulation of 
something which doesn't exist - 
but the final stage generates 
atmosphere 

Playabilrty 81 % 

Funding and manning scientific 
research has never been more fun I 

OVERALL 71% 

High Frontier offers enjoyment, 
but not lasting interest 



Producer: PSS 
Price:£12.95 

June 5 1944 was the night of 
action: after a year of secret plan- 
ning, the British Sixth Airborne 
Division landed in Nazi-occupied 
Normandy, 

What makes a game based on 
this operation interesting is thai 
the objectives of capturing and 
bombing bridges - or defending 
them - are more important than 
killing large numbers of enemies, 
and so the gameplay feels more 
realistic than usual. 

The player is given a choice of 
sides to play against the com- 
puter, which always makes a 
game more satisfying, and there is 
a two-player option. 

At the beginning of Pegasus 
Bridge, the British have not yet 
made their parachute drops and 
so there are no British units on the 
map The German forces are d istri- 
buted around various rather 
remote comers, with only a hand- 
ful of men already positioned near 
the all-Important bridges. 

Maps and other information are 
provided in the booklet and on the 
screen. The booklet assumes you 
have a detailed geographical 
knowledge of I he area r which 
makes things frustrating; as with 
most computer-wargame maps, 
what appears on the screen is 
barely recognisable as landscape. 

There are ten different types of 
terrain , which affect the movement 
of the troops and the defensibifity 
of particular areas. The Sixth Air- 
borne Division and German forces 
are both divided into many battal- 
ions, with the characteristics of 
each listed in the booklet. 

If you take the German side, 
your objective rs to keep as many 
key positions as possible till the 
end of the 36-lum game. But I took 
Ihe British side, and will describe 
Pegasus Bridge from that per- 
spective, 




Legions Of Death 

Ttiere aren't many tips for 
Lothlorien's Punic Wars naval 
simulation (84% Overall in Issue 
37)- because it's 'so 
excruciatingly easy', says Ed 
Sykes of Winchester, who sent 
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BiRlllDt&E 

The game begins when you give 
the Sxth Airborne Division clear- 
ance to start out for Normandy, 
though the number of aircraft is not 
enough for a rapid invasion. The 
Germans are alerted and hurry to 
defend the territory they occupied 
four years earlier. 

When controlling the British 
side, the first thing the player has 
to do is decide where each unit is 
going to parachute {later some 
ground units arrive at positions 
preset by the program). Landing 
on open ground is recommended, 
since landing in towns or woods 
will divide the unrt and make rt less 
effective, But the wind makes 
things difficult, 

Having set enough troops on 
French soil, the British player's 
task is to capture and hold the river 
and canal bridges in Caen, to 
destroy or occupy the five cross- 
ings of the nver Dives, and to 
occupy the Merville Battery area. 

Movement follows in a 
straightforward fashion: units, 
eac h represented on the screen by 
very small squares like minute 
postage stamps, can be stacked 
and moved together at the speed 
of the slowest unit in the stack. 

Yet it's annoyingly difficuli to 
control the cursor using the 
keyboard, and great care has to 
be taken in selecting units and 
then trying not to overshoot their 
destination. 

Combat operates on similar 
principles, with strength and 
weaponry affecting the outcome. 

After engaging in combat and 
capturing a bridge, a British unrt 
can, if it has the means, blow it up, 
(It's stating the obvious to say that 
the unit must be removed from the 
bridge first!) The bridges over the 
Caen canal and One river should 
be preserved to meet the victory 
conditions, though. 

The booklet is well -written and 
full of detail, including a descrip- 
tion of the course of the actual bat- 
He and that useful section called 



these in 

1 Put victory conditions to 
maximum 

2 Build ten quinqueremes as well- 
equipped as possible (ie 
marines, archers, corrus). Don't 
buy sails or a tower. 

3 Place four in Carthage, the other 



'author's notes' in which the 
game's designer defends its 
idiosyncrasies and points out rts 
more obscure merits. 

With matter-of-fact modesty the 
author comments that the com- 
puter opponent is "neither particu- 
larly clever, nor particularly 
stupid 1 , and points out the precan- 
ousness and daring uncertainty of 
the original operation. 

And Pegasu$ Bridge reflects 
that rather well. This is a solidly- 
designed game with an interesting 
scenario closely based on history 
and plenty of play in it. 



six around Sicily 

4 Collect gold and deposit it in 
Carthage, attacking any Roman 
ships that get in the way (always 
have at least two ships logether 
Dr they' II be picked off by the 
Ramans) 

5 Carry on till a) the Roman fleet 
destroys itself by continually 
attacking you. or b) you have 
enough gold to buy ships in 
order to finrsh them off 

6 The map 

All the rmap features have 
their own code between 0 and 
255. The map itself is from 
50000 to 54000. Code 0 
represents nothing an (he map 
so the airlock doors etc can be 
removed by PQKEing the 
location of the feature with 0. 

The memory area 54001 to 
about 60000 contains the 
graphics for ihe features, men 
and droids. By experimenting 
you can change the graphics. 

The graphic characters are all 
32 bytes long and are stored as 
data in 4 blocks of 8 bytes each 
The characters are like four 
user-definable characters 
together, stored like so 



Presentation 70% 

Annoying key action comes close 
to ruining the playabilrty 

Graphics 81% 

Attractive, though the unit coun- 
ters are too small 

Rules 89% 

Excellent - a thorough description 
of play and the histoncal back- 
ground 

Authenticity 80% 

Clearly based closely on the his- 
torical situation, but unatmos- 
pheric 

Payability 70% 

Limited by the difficulties of cur^ 
sor-control 

OVERALL 78% 

An interesting challenge and a 

good game 




UDG1 UDG 2 
UDG2 UDG 3 

The names for the map 1 ea i ures 
and men are stored at aboul 
33000 as phrases of single 
ietters. 

So it's riot too difficult to 
change the map, object 
graphics and names. 

But moving the computer and 
defence lasers fs more difficult 
as the new coordinates mjstbe 
entered elsewhere in the 
program. 

Rebetstar Raiders 

AM these POKEs for Firebird's 
classic Rebetstar Raiders (from 
Chris Davis of Ljdlow!) except the 
last can be used m both one- p layer 
and two-player versions. The first 
set removes all the sliding 
doors. . . 



50375,0 
50701,0 
51015,0 
51082.0 
51106,0 
51331.0 
51494,0 
51647,0 
51753,0 
51992,0 
52310,0 
52613.0 
53343.0 



50391,0 
50758,0 
51031,0 
51167,0 
51273,0 
51470,0 
51512.0 
51656.0 
51798,0 
52233,0 
52383,0 

53508.0 



50616,0 
50776,0 
51074,0 
51176,0 
51323,0 
5l48g t Q 
51629,0 
51715,0 
51819,0 
52306.0 
52456.0 
53193,0 



These POKEs destroy all the 
airlock doors: 

50565,0 50569,0 

50645,0 50649,0 

50725,0 50729,0 

52243,0 52250,0 



52323,0 52330,0 

52403,0 52410,0 

52483,0 52490.0 

52563,0 52570,0 

53370,0 53372,0 

52856.0 53016,0 

And these POKEs destroy all the 
security doors: 

50603,0 50608,0 
50764,0 51008,0 
51560 r 0 51721.0 
52631 ,0 

Now you should have no trouble 
getting into the place, at least. To 
enter the following POKEs, which 
are helpful for combat: 

merge the header program 
type ' STOP: ' before the first 
RANDOMIZE USR statement 
type'RUN' 

load the game as normal 
enter the POKEs 
type CONTINUE " 

To make the combat droids 
'indestructible: 

FOR I = 61 263 TO 61294: 
POKE 1,0: NEXT ! 

To make the men indestructible 
(and the androids indestructible 
when In fire mode): 

FOR 1=60646 TO 60878: 
POKE 1,0: NEXT I 

To destroy the three defence 
lasers: 

POKE 53627,0 
POKE 53646,0 
POKE 53661,0 

The next POKE only works on the 



two-playerversion of Rebelstar 
Raiders, It changes the action 
points needed to fire to zero for the 
rebels and the operatives. 

POKE 26706,1 20 

VULCAN 

Colin Pratt of Wey bridge has sent 
a victory-by- numbers formula for 
winning CCS s excellent Vulcanby 
November 20 as the Allies. 

November 12: Travel Sixth 
Commando battalion and the 
Hart Force to Bizerta 
14; Travel 78th Infantry division 
to just before the junction 
south of Bizerta 
15: Travel First Parachute 
battalion to Tarberra 
16: Travel First Parachute 
battalion and Blade Force to 
just before the junction south 
of Bizerta, Make suicide attack 
with Hart Force a few miles 
south. Fortify Sixth 
Commando battalion. 
17: Move 78th Infantry division 
to Bizerta, avoiding the enemy 
units, Travel reinforcements for 
78th Infantry to just before the 
junction south of Bizerta. 
1fi: Travel 7Bth Infantry division 
to just north of Tunis 
19: If the 79th has reached its 
destination, attack Tunis 
20: Keep attacking Tunis with 
the 78th Travel First US 
Armoured division to just 
before the junction south of 
Bizerta. 

This should be enough to take 
Tunis and win the war. If it isn't, 
congregate the Frencfi and British 
armour and American infantry 



west of Tunis and the British 
infantry and American armour to 
the north. Cut off Tunis with the 
American infantry and attack with 
the northern forces. 

ANNALS OF ROME 

(STAY POPULAR!} 

PSS's Annafs Of Rome is more of 
col lection of bugs than a game, as 
W Emngton of Sheffield testifies, 
but It's curiously absorbing all the 
same. He advocates building up 
an empire gradually; when you've 
captured one province, wait till the 
revolts die down before going on 
to the next. Once the empire has 
been esta Wished, civil war 
becomes the major threat. No 
matter how high a governor's 
oyalty, if you put him in charge of 
a large force before long it's a case 
of treachery in Aegyptus'. 

A good way to improve low 
; oya Ity is to make your most aged , 
incompetent and dfs loyal senator 
the commander of the Roman 
ganison. Almost inevitably he will 
rebel and make htmseff diclaior, 
: and your popularity rating will be 
readjusted - with any luck, 
upward. If not. you can always 
repeat the operation! Finances are 
unimportant - only popularity 
matters. 



In Issue 49 Frontline: the debate 
on strategy morality continues, 
alongside reviews and a long 
Briefing, Send your letters and 
tips to: PHIUPPA IRVING, 
FRONTLINE, CRASH. PO Box 
10, LutffQW, Shropshire SYS 
1DB. 



BUT2KAIEG 



BY KEN WRIGHT 



Blilzkneg simulates the German attack in May 
1940 when the Low Countries and France were 
overrun The French Magmol bne was by-passed 
by Ihe mighty German army spearheaded by 
Kieist's crack Panzergruppe 

GAME FEATURES: You command 5 German 
armies by a unique system of 3 cursors which 
enable you to sel up a line of advance. The Allies 
defence is masier-minded by ihe computer Large 
scrolling map on varied terrain, hidden movement 
and 3 levels of difficulty. For 1 player. 



GC 



SPECTRUM 48K & 128K-C9-95 

Available Mail Order by return from 
Cases Computer Simulations Ltd., 

14 Langion Way, London SE3 7TL 
Tel: 01-858 0763 




SIEGWIRD 
UNSER SEIN/ 
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TOP GAMES 
CHRIS TMAS 

The three charts compiled from the votes of CRASH readers is the 
most realistic chart for gauging the popular ity of Spectrum games - 
it is the games that are being played that get the votes nol the 
games that are m the shops this week or month. 

And the votes are important. It's up to you to ret us Know what you 
teel, so fill in the voting forms which live on the results pages and 
in FRONTLfNE to make your voice heard 

If you don't want to C3rve up your issue of CRASH, we understand 
Use a photocopy if you like, or copy the details from the voting forms 
onto a postcard, or the bach of a seated envelope, and send that to 
us instead. 

Apart from the satisfaction of registering your vote, there's always 
the chance of winning a prize. Each month we draw 1 5 winners from 
all the voting forms received - five for the HQTLrNE, five for the 
ADVENTURE and five for the STRATEGY chad. 

A top prize of £40 worth of software (your choice, not ours) and a 
CRASH T-shirt fS awarded to the first slip drawn from the HOTLINE 
votes, and another £4G of goodies and a shirt goes to the 
ADVENTURE and £20 of goodies and a shirt goes to the STRATEGY 

Four runners up from each barlot box collect a CRASH T-shirt and 
a CRASH Hal. So get those votes in tolhe CRASH HOTLINE CHART 
CRASH ADVENTURE CHART and CRASH STRATEGY CHART 
PO Box 10, Ludlow. Shropshire SY8 1DB 



Not much has changed in the Strategy Top Ten - the voters are 
" 9 Mm 9 a wa r of attrition. CCS's Vulcan STILL holds the N u mber 
One spot, and it's just three re-entries at the bottom of the chart 
- nothing new. Rumour has it that there are a few new strategy 
games out soon (indeed, Frontline reviews two this, issue 
page 13S . . . }, so let's see them here! 

Mat hew Payne, who strategically sent us a lovely James Been 
postcard, gels £40 worth of software and a T-shirt via the 
quickest tank going in the direction of Gloucester. Caps and T- 
shirts witf also be dispatched in a convoy of jeeps to Robert 
Parker of Mamble in Worcestershire (just up the rood). Pater 
Robinson down in Margate, Mark Davies on the Trent in Stoke 
i weather permitting, Michael Pini in Basildon, Essex, 



t^^S^Jt^SSSSiZ ^JPt™ 1 J *99 ard of Newmarket sent 

After the title and software house, it gives this information: 

• the number of times the game's been in the chart 

• the number of times it's been Number One fin brackets) 

• ™ "umber of points rfseamact on Stephen's system (30 far 
each tf me in first place, 29 for each time in second, etc). 

SSkL!? V °u ?E* ■* our own conclusions from the mountain of 
*° Jon Ritman ' s Matchdey, the on* 
BFffW^ ™ v * r P" 1 31 Number One r at the topi 
tlte sequel's Smashed this issue.) 
Normal Hotline voting resumes now . . . 



Strategy Top len 



1 (V VULCAN 
2CT DESERT RATS 



CCS 



3(2) ARNHEM 



CCS 



4 17} LORDS OF MIDNIGHT 



CCS 



5/5; REBELSTAR RAIDER S 
6ffl THEATRE EUROPE 



BEYOND 
FIREBIRD 



7 (6) DOOMDARK'S REVENGE 

8 H B ISMARCK 



PSS 



BEYOND 



BH BATTLE OF BRITAIN 
10 H YANKEE 



PSS 



PSS 



Hotline 
Ail-Time Top 30 



, 1 MATCH DAY 


OCEAN 33 (0) 746 


it 2 ELITE 


FIREBIRD 22 (2) 567 


ffl 3 COMMANDO 


ELITE 20 (5) 468 


W 4 LORDS OF MIDNIGHT 


BEYOND 29 (0) 454 


5 BOMB JACK 


ELITE 16 (0)381 


H 0 PAPERBOY 


ELITE 12(2)330 


I 7 SABRE WULF 


ULTIMATE 16(0)313 


I B WAY OF THE EXPLODING RST MELBOURNE HSE 17 (3) 31 1 


■ 9 KNIGHTLORE 


ULTIMATE 14(3) 304 


Fj 10 ATICATAC 


ULTIMATE 13 {0)294 


]J11 HYPE RSPORTS 


IMAGINE 16 (1)293 


31 12 MATCH POINT 


PSION 19 (0) 289 


JPIl3 GHOSTS N GOBLINS 


ELITE 13 (3) 280 


111 14 JET SET WILLY SOFTWARE PROJECTS 12 (3) 279 


Pl5 QUAZATRON 


HEWS0N 14 (1)277 


Dj16 BATMAN 


OCEAN 16(0) 271 


Vl7 DALEY THOMPSONS DECATHLON 


OCEAN 16 (0) 271 


■ 18 GAUNTLET 


US GOLD 0(8) 267 


■ l9 DOOMO ARK'S REVENGE 


BEYOND 15 (0)263 


■ 20 URIDIUM 


HEWS0N11 (0) 260 


l| 21 MANIC MINER 


BUG BYTE 13 (1) 253 


™22 COBRA 


OCEAN 10 (0) 257 


! 23 ALIENS 


ULTIMATE 12 (1)249 


24 STARQUAKE 


BUBBLE BUS 13(0)244 


25 LUNAR JET MAN 


ULTIMATE 10 (0)232 


20 UNDERWURLDE 


ULTIMATE 11 (0) 221 


27 SPY VS SPY 


BEYOND 13 (0)212 


28 SPY HUNTER 


US GOLD 10 (1) 209 


29 SPELLBOUND MASTERTR0N1C 14 (0) 200 


30 GREEN BERET 


IMAGINE 10 (0)198 



Shock! Horror! The Hobbtt gets knocked off the top position 
(must be the slippery weather conditions in Middle Earth). And 
the Christmas Number One is Stormhringer, the window-driven 
arcade adventure from ace programmer David Jones. He also 
holds the N umber Two and Seven spots with m ore M .A- D. games 
- spellbound and Knight Tyme, After havering at the bottom of 
the chart in Issue 46 Kitted Until Dead shoots in at Number Eight, 
Further down, The Pawn re-enters with CRL's Dracuta and Very 
Big Cave Adventure, 

Lucky old Philip King from Ctee Hifl in Shropshire (which just 
happens to be Just down the road ♦ . . who picks the winners of 
these charts ?} will get a nice present this Christmas - but besides 
that CRASH T*shirt he'll also get £40 worth of software, fVff 
assured. Games such as Vulcan, Stiff lip & Co. and the Sentinel 
will be on their way via the next available local sheep. Cap-end- T- 
shlrt-winning mnners-up come from far places such as Sweden 
(like Anders DunklerJ, Lichfield (like J MortlockJ Harrow fflke 
Nicholas Tel lis; and Lancashire (like J Counsel LJ. 



Adventure Top 20 



1 (9) STORMS R I WOER 



MAD, 



2 (4) SPELLBOUND 



MAD, 



3 (1) THE HOBBIT 



MELBOURNE HOUSE 



4 (61 D OOMDARK'S REVENGE 



BEYOND 



5 ffl LORDS OF MIDNIGHT 



BEYOND 



6 (5) HEAVY ON THE MAGICK GAR GOYLE GAMES 



7 (71 KNIGHT TYME 



MAD. 



8 H KILLED UNTIL DEAD 



US GOLD 



9 (iOt LORD OF THE RINGS 
10PJ THE BOGGIT 



MELBOURNE HOUSE 
CRL 



1 1 (14) RED MOON 



LEVELS 



12ff 3f THE BIG SLEAZE 



PIRANHA 



13 H PRACULA 



CRL 



14(11) GREMLINS 



ADVENTURE INTERNATIONAL 



15 (19) SHADOWS OF MORDOR MELBOURNE HS 



16 H THE PAWN 



RAIN BIRD 



17W BORED OF THE RINGS 



CRL 



13(12) PRICE OF MAG IK 



LEVEL 9 



1 ft H VERY BIG CAVE ADVENTURE 



CRL 



20 (2Qf FAIR LIGHT 2 



THE EDGE 



r 



VIDEO SENDER 
NEW TECHOLOGY 

Watch Video Recorder/Computer/Satellite TV on any set 
,n y° ur h ome - VIDEO SENDER transmits to any number 
of TV'S in your home, no wires, simple to install. Smaller 
than a Video Cassette. 
PHOENIX COMMUNICATION 
31 NIGHTINGALE LANE, FELTWELL 
NORFOLK IP26 4AR 
Tel: 0842 - 827267 
Send Cheque/PO 
for C33.5Q fine P&P) 




r 



^0MFUCtf@RD 

A 4Blfl28K chprcl Tular/refflrence for keyboards 
tngtant Access lo over 1 000 chor dfecales. 
WHAT A PERFORMER ! JJ ih*,,^ crash od bt> 

Available wiffl u^nd CB.99incpAp 
Or Sauna via MIDI vt3 tl 3.99 inc p&p 

IDEAL CHRISTMAS GIFT FOR ALL MUSICIANS < 
Semi crwuje of p.o. id lectrics (Oepi 001 ) 
1 1. Whrttinoton Baad, Tilgate. CRAWLEY. 
Wast Suaae*. fiH 1 0 SAN 
WHERE MUSIC AND COMPUTERS COMBINE 



FOITBAIL 1 BUCKET ^ 

Sports Simulations Tram E & J Sortwa^ |Esia Wished 3 Years) 
SKILL TACTICS DECISIONS STHATEGY 
4 CLASSIC Situagg Games packed wuh GENUrNE & REALISTIC Fsaiurw 

Clubs- Ful, League S • A^X^^^^^^^l 

QMRiiilii 



Software 
availability 

PRC Ml EH ii 
EUROPEAN II 
WORLD CHAMPIONS 
CRfCKET MASTER 



Spacirum 
An-y 4fi.'12» 
TajM Disc + 3 



C6.95 
€6.95 



EiO.95 
£10.85 
E'0 95 

ETi.gS 



CcKrimodCKe 

84 MM 
Tap* 6 W Disc 



€796 
C7JB 
t7.9S 



SUPF BR Smc^ ^ Z ^ ame& and W ,r 0 m <*aJ 

toSl VALUE arvy 4 Gam« and daduCt EB.M 1ram 

£ S^, E a "* lat "^V MAILORDER f gr IMMEQIA Tt De 5 paich 

PLEASE STATE MACHIWF AND SPECIFY TAPE or DISC 




■■>. E 4 J SOFTWARE, Room 3, 3? WesEn^ Rpad. ENftELD. Mdd^. EN3 7LE J 



YOUR 




OWN PERSONAL 
RECORDING 

' STUDI 



'Jfigy (IV#^J5^ ^^F^ ™ ICE 0VER PERSONAL SOUND STUDIO , 

~ it s * e 1st Hi-Fi PersonaJ accessory which 

actually lets you hear your own voice electronically mixed with the music 
playmg, either in your Walkman or your home Hi-Fi. There are many, other uses 
for the Voice Over, such as linking it to an electronic organ or you can have two sets 
of headphones plugged into the Voice Over together, so you can sing along with 
your best mate, You can even make a demo tape of your voice, just imagine 
smging along with all your favourite tapes, sounding as if you were an actual 
member of the group and in the Recording Studio with them, it's really great fun. , 

Sopy of Back Track 1, containing music of Madonna, Diana Ross, 
o Star, Whitney Houston, Wham, Simply Red, Swing Out Sister 
Mel & Kim, Boy George, Mental as Anything, Communards and Ferry Aid 








140 High Street West, Glossop, Derbyshire SKI 3 8HT 
""l: 04374 66S55& 04574 67761 



COPYRIGHT VIDEOVAULT LTD. No. 781140 FAX No, 04574 60946 
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HE0IY3-D: two issues JOO we tried to show you how to use the CRASH 1J1 
SIS,?' StoPMIV "« irtfesed oirt the two l^^ o" Mch 

ssssssfii Ear** """^ s k 

Maw your paper owr the RED drawing, but before tracing the Irnaoe with 
wur red crayon trace the two little crones careful,,, Afle. phjhn "t* 



itt a™ 15? ^ the result through your CRASH spectacles. 

1Kb nenrember you 1J need crayons as close to the colours of the 3-D 

B£ XSlSEZ E* sibl ^ I est th ' s * ^ribUHng with a 5 £«5 £S 
tooktog at the scribble through the red lens - ff you ciii hardly see rLviu're 

more details on 3-D, the universe end ewrythtog, refer to issue 46.) 



BREAK IN A 
BOUNCING 
BALL FROM 





C ?k L !? 90t ^ a " S " but th * v re 901119 10 be ™ nxjs 0ne wh en you've finished 
with them because a real live leather Tango Mundial football (as used in 

Baftbreakefs the imaginative 3-D extension of the Breakout oenre 
which we reviewed a couple of issues back. It s one of the latest in CRL's 

^TtT 9 *- Z tb l S m0nth they 90 10 lhe °PP° 5ite en d of the market with 
jac* ine Hippefi - and to shamelessly hype some of those past CRL 
successes we've devised a word square. 

* ff^^ t0 d0 t0 wir> the leather f00tDa ' f and a copy of the game 

find the titles of ton CftL games in the WO rd square. To make it that little 

SJ^nS 
By the way, we didn't mean to have BUG, BUJJETand GAAC in the 

^ a f e_S ?. n ° PriZ6S f0f findin9 those computerish words. (If you did find 
em it would mean you couldn't spell, anyway.) 

Put a line through each hidden word when you've found il fill in the 
form and rush it all to LET'S PLAY BALL WITH CftL GOKCJUW 
PO Bom fa, Ludlow, Sttropihfm SY8 1DBto arrive by February 1 
H*™ ^ 0 * C RASH's judges is final in all respects - and who needs 
say more than that, really? 



I,. 



NAME . . ... 
ADDRESS 



A F 

N C 

U I 

K O 

B U 



O 

G 
Q 



POSTCODE 



T 
C 
A 
S 
T 



A 

N 

J 

E 

B 

A 

L 

L 



c 


E 


T 


1 


G 


H 


J 


R 


T 


A 


H 


D 


H 


H 


H 


W 


H 


R 


D 


V 


E 


X 


A 


A 


J 


E 


T 


C 


M 


C 


C 


A 


P 


F 


S 


u 


U 


G 


S 


Y 


T 


L 


c 


G 


J 


D 


E 


A 


G 


L 


U 


G 


R 


X 


B 


R 


E 


A 


K 


E 



G 
L 
U 
G 
Z 
I 

G 
J 
J 
R 



□7EC#/ n 
NICHE u 




DTECHDNICHEl 




SIMON N GOODWIN brings 
exclusive news of a Spectrun 
superclone set to rival 
Amstrad '$ range - plus tips 
on 128 noise. 



AMSTROLOGY 

The future of the Spectrum -can a superclone 
challenge Amstrad? 

SIR CUVE SINCLAIR'S Spectrum is row more than five years old its Britain & most 
successful compute oesip and reputedly more than four mSflion toe been sold The 
Spectrum has surwed seven major des$n revisions aw a change oi ownership - Sinclair 
sold Amstrad ail rights to the machine in April 1 966 - but sales are Talhngand prices are not 
as competitive as they used to be. 
Against this background ft's certainly good news to hear of a SuperSpectwm from a new 
manidacturer. But wl Amstrad put up a fight? The corsumer-etectronics giant has already tried to hill 
Sinclair QL clones fcke tie Sandy Futura |now defunct} and me CST Thcr (still in production! 

Amslrad has made money cloning IBM computers, but «s unttely to take the vtew mat imitahon is 
the sheerest form of flattery d the market il's sewn up so cosily is invaded by a supenor product. 

This seems hke a good time to consider the future of the Spectrum, rs Amstrad boss Alan Sugar 
fioggflg a. dead horse? Is anyone buying it? Will the Spechwm be here mtwo years, or m len? Will there 
itiTi be new software for 6-brt machines such as the Spectrum* 

AMSTRAD'S ACTIVITY 

Alan Sugar says he intends to sell half a million Spectrum + 3s He has hinted that the + 3 will not be 
the last Spectrum model, and its easy to find evidence to bach this up. The + 3 rs the first reat Amslrad 

Spectrum - it's a mixture of Amstrad CPC and the Spectrum software and hardware. 
Despite appearances, the + 2 was little more than a Sinciav 12B with a budt-m tape recorder and fins 
Aside to stop the custom chips overheating It's only been on the market for a little over a year, but I'm 

sure dwffl soon be replaced 
Ihe +2sold around a quarter of a mllloa units in the rar^l year- probably less than Amstrad expected, 
butsti quite an encouraging number That figure, plus an allowance for marketing hype, probably 

explains Alan Sugar's preoption of half a rrilion ■+ 3 sales 

ft srumcwTed that Amstrad bought a ml 1 1 i on tacky SJS-0 1 joysticksfor a dollar each, colour-matched 
to sell wtti the Rus Two. That may explain why grey sticks are still being sold with the new all-brack 
Spectrum Al this rale, unless Alan Sugar can find something else to do with the nonstandard sticks, 

helhave lokeep the Spectrum n product inn at least till 1990 just to get shot of all those |oysticks Yucki 

NEW DIRECTION 

The -3 represents a major redesign otthe Spectrum, tt has lots of ertra features, but is much simpler 
than previous 1 28K versions. Older models retained compatibility with the first Spectrums by tacking 
extra parts around the edges of the basic design - Sinc&r's 1 28 was almost two computers In one box. 
me + 3 keeps the same functions, but the internal d*s$p» is much altered, 
Amstrad has done a reasonable job of preserving compatibility wrth otter modes, it helps that 



, who designed the orgniai Spectrum lor Uncle Dive 
%l - the tiny compuler that needed a carton of milk 
extra holes were punched into !he + 3 power-supply 



Amstrad's labs are now rust by Richard AJtwas! 
m 19fl I Altwasser was also responsible tor the , 
on ihe top to prevent it overheating (Intereshns 
box at a (ate stage, to stop it getting too hoi] 

Several faults have already come to fight in production versions of the + 3. tt seems some of the 
tweaks introduced in the last days of Sinclair's work on the Spectrum have not been properly understood 
by Amstrad's development team, and it nay be a wMetill ail the new quirks are known and can be 
conquered 

I've summarised the 4-3's unique bugs m a separate panel The problems are not too serious - 
Spediun>users and suppers have got around sunter farts m the past - but it's wtal that the snags 
become well-know* so Amstrad can be encouraged to fix them and so that in the meantime existing 
users don't tnp over mem and lose confidence in the machne- 

I'm sure my list isoot exhaustive. If you find othe* iricompatibiidies, pteasewfrta irrand left us about 
them. 

+4? 

The +3 manual and circuit board :cn1ain heavy hints 'hat there will be a new veronn ol the » 2, with 
mare Amstrad features and less of Sinclair's original design. 

These technics: clues syggesl thai me new machine will he a development of the 1 3. but rt will work 
and lock (the a + 2, with a cassette drive and a K RAM disk- 6K larger than mat on Ihe + 3, but 10K 
smaller 1han on other 12fls 

! base ifes theory on two things. Firstly, me operating system in the latest Spectrum, + 3D05, has 
been deseed to work without a cksh drive Secondly, there are pads on the + 3 circuit board that appear 
tti be intended to supply power and signals to a cassette unit identical to the one in the +2. 

Amstrad lends to burld one circuit board for a range of computers; for instance, the PCWA256 
contains tra sockets and leads you need to turn it into an 85 12 All you have to do is plug some extra 
parts in. 

1 doubt therell be a dealer upgrade - or downgrade - to replace the disk drive in current 4 3s with 
a cassette unit, but rt seemsc Jear that Amstrad intends to use the same board, stripped of a few parts, 
for a tape-based computer 

Page 2 12 of the + 3 manual contains a section headed ' using +3005 without a floppy disk" This 
explains thai the ROM software, derived from Amstrad's earlier CPC range, can sense the absence erf 
the disk drive and reconfigure itsett accordingly The flAM disk, dnve M:. becomes Ihe default drive and 
attempts to access the A; 0/ B: dnves give a 'drive not found' error. 

I'm sure a cassette version of the *3 will be produced, though it's nut clear whether Amstrad will 
sell it as a +■ 2 or as a new model. What is more interesting is whether or not ihe Spectrum will conhnue 
to be deveioped after that. 

Probably even Amshad doesn't know that yet -rt will depend upon sales of current modete, and the 
activity of other manufacturers 

MARKET AMSTROLOGY 

The first point to make is that the pr»ce of the Spectrum is deliberately inflated at the moment, Out ol 
cunosity I recently asked a manufacturer to esbmalethe total component cast - including the disk, box, 
keyboard, manual and snapping - ol a +3. After some research, he reckoned that Amstrad code rjring 
+36 into the UK tor between £50 and £60, 

Chip prices are rising, and dealersand distributors must be allowed a slice otthe cake, but Amstrad 
could surely make a healthy prcrfrt seising the * 3 at £150 or even less. Most likely the price of the 
machine will fall dowry. Amstrad wont rush to cut the pace white the machine is still selling. 

Al £199 the ^3 s only UK competitors are the Commodore 64 and Atan ST, The 64 is as old as the 
Spectrum, and is similarly well-supported by cheap software and add-ons it has better graphics and 
sound, but lass RAM and no built-in disk. 

The Atari ST boasts more colours and RAW but - despite Jack Tramiel's marketing hype - it's every 
bit as much a lash-up as the *3.The ST is probably worth the extra £3 CO if you want to run serious 
programs, but 1 fc-bit games software is still rare, expensrve, and usually lust a prettier variation on old 
m theme* 

The +3 rs aimed altfte games-player or home use* with a tight budget. The ST s aimed at the yuppie 
*ha can afford to buy a 1 rendy £300 machine as a toy - it's a disposable computer. 

Computers are much more similar man manufacturers would have us believe: they all blow clouds 
of coloured dots around a TV screen, and they all use similar parts to do the {ob. 

The real advantage of the Spectrum - as Amstrad knew weil when it bought out Sinclair and scrapped 
its own CPC range - « Ihe vast range of cheap programs and adekmsaiready av^abiefor the machine, 
and the thousands of people who have made a Irvwg by learning about the Spectrum and selling their 
expertise. 

Some products will drsappear. and some people will move on to other machines, but the Sinclair 
support industry is so vast that it is sure to continue wefl Into the Nineties. Some of Ihe big arms may 
drop out, but few people will miss them. 

Vre could see a return of me spirit of "82 and '83 with small firms deling mainly by mal order; ttw 
may be bad news lor window-shoppers, but couW improve the quality and variety cd new Spectrum 
software and encourage programmers to use the features of the 12H The extra RAW and ports have 
hardly been used yet, despite the 12SH versions ol some major games, big firms have stuck with 48K 
programs, lc*est<rjmmondenonwiator products that ei^SpectrurrKrrmer can buy. 

True 126K titles are rare now but they're the way forward for the Spectrum. The +3'sfast loading 
makes them practicat 
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OTHER MANUFACTURERS 

Theres no shortage of fans capable of buildingthe Spwtom ft hasbeen made, with varying degrees 
of ficensingappnnal, in at least seven countries It'sposstte these mattes could surface in the UK 
and there's also a good chance that we'll see Spectrum ewes - shin to copies of the IBM PC and AppiP 
2 - from new manufacturer* 

Sinclair's first computers-were made in Scotland, at the Tane* pJant in Dundee This led to a deal with 
Timex in the US, which had sold vast numbers of ZX-31 '5 under the name TMS-1 000, 

Tiroe* obtained nghts E&theoW Spectrum design, but added 9 sound chip, ertra ROM and a new 
keyboard before launching the TMS-2G58 in late 1963. Tfe wasn't very compatible with i*« 5p».-> rj ~ 
though it could have been made much more so with a title ertra work It flopped * the United States 
iwl hundreds of thousands were sold recently to tne Poiteh gavemmfiii 

A factor in Brazil ss reportedly churning out wbor-ju^J Spedrumslbr the Latin American markel 
qpptns in Bntll, WciDdW^.M^jtarted off building machines under licence and 
later deoted lego ft alone, And there's said to be* Russian Spectrum clone. 

The SpectiMm I2fl was tcuntly developed by Sinclair and Indescomp a state-funded Spanish 
manufacturer, Many I he I & came from tne Time* 206S. 

Tne Spectrum + was assembled by AB Electronics in South Wales and Samsung in South Korea- 3 
built machine for Amstrad, The + 2 and + 3 are assembled in Taiwan 

In many ways the f 3 a more a Spectrum z lone than a true Sinclair Spectrum What makes afi the 
dtfft rente is mat Amslrad owns the rights to the Spectrum. Amstrad machines can start oft 1004 
CflfflpPft ltt^l»1hMfy t «dib»tampany s lawyers can threaten anyone who tnes to copy the 



ROM RIGHTS 

In practice things m ay not be so simple. The original 1 6X 

Spectrum ROW -me only part of the bwlHn software needed for con^ataMrty - was written by i 
Lamhncge mains firm. Nine Tiles. According to ttie rather jaundiced Penguin book Sinefar And The 
Sunrise retfrwtojgy, Sinclair never signed a contract for the code It's still not clear who owns the flOM 

The legaJ pc^tecompkated anyway. Seven yearsago a f*m called Comp Shop copied the ROM 
cfap in Sinclair sZX-SO, to produce amachme called the Micro tee When the case came to r ourt Sinclair 
wastrabfe toconvince (he judge that the Micro Ace ROM wasa copy 0* the 2X-8TJ code, because tne 
judge said he -could not see' the code in the chip! 

Sinclair eventually won with the argument that the Micro Ace keyboard - which the judge atiftee 

- was .a copy of the ZX-S0 keyboard, it need not have been; on the basis of that case, it would be quite 
possible to clone theZX-80 legally The law « no clearer now than it was then. 

Soon after that case Sinclair produced the mi which, like the Spectrum, incorporates a 
complicated custom chip These chips are hard to copy because they do a lot of work in one unique 
package, but once you understand how they wort it's not too tricky to assemble an equivalent wc I 
wth other parts- 

THE SUPERCLONE 

Fof much at the last ye*, n considerate secrecy, a learn of experienced computer-designershas been 
hawking around the working prototype of a new S2SK Spectrum dcsqrr- a true Spectrum clone, with 
a target price of £99.95, a faster processor and mproved graphics 

They need at teas* a mittion pounds 10 start product**, and have asked that their well-Known company 
not be identified tiHsertsflrve financial negotiations wlm amaior iidustry backer are cnncJudad 

The aipercione - it has no firm name yet - is designed very muc h in the Siridat style, though it uses 
much more modem components. It has 128* of RAM, 32K of ROM, and a Z80B processorthal runs up 
to 70 per cent faster than the Spectrum's ZB0A The prototype's sound chip 6 the same as on the 
AmstrBo/Sinclair 128 and Atari ST: tne designers would prefer to fit a more modem stereo chip, but 
mat may be a bad move if it reduces software compatibility 

The only other chip on the main circuit board is a massive &4-p*i i800-gate logic array which ties 
the system together and provides lots ot 1/0 ports, 

The dspls? cam appear just Uke a Speclnm. wrtb 256 x 192 riots and character square attributes, or 
ycu can have anBlkttiimtwcMxilour text display Best ot all. there's a new lfrcokw graphics mode 
with eight independent attributestor each row of dots in a character square Games that use that mode 
should iook impressive, with less btoc* Bicker than current Spectrum fetes, 

The ports on the machine inckjde one standard socket lor a foysbek or mouse, a telephone socket 
for UIDJ (musical instrument} input k as output, a cassette port, iwo netoork sockets similar to 
but incompatible «Rh the ZX rework and outputs for sound, fiGbVSCART, Corrposite video monitors, 
and PAL (JHF teievisions. 

There's at$o a light-pen port which works properly, unlike previous Spectrum light-pen ports, as the 
done s logic array contains two registers which let programs know the exact coordmate that is being 
scarnedty theTV at any time. This wdl be wry usetutforgarne^ogfamrners even t the light pen isn't 
used. Most games have to wait lor the start o! a frame to be sure they're not upsettmgthe display as it 
15 drawn, Trie registers make such caution unnecessary. 

The final display circuit is on a separate board, and is not needed if you're usmg a monitor - which 
makes the machine cheaper for educational users, Sound is routed Ihrough the TV orthe socket on the 
back of the machine; (here's no speaker inside- 

Neither serial nor parallel ports are standard, but an edge connector accepts simple Spectrum 
periphery like the Specdrum, Kempston toystick and ROM cartridges A smart cabfe' target price £9 

- can be used to connect that port to a Centronics printer. 

The keyboard «s lite that of an Apricot, but with fewer keys and no MtcroScreen LCD display At las! 
you can pressa second key before releasing mefirst one, and the computer still reads both Commands 
are typed in hill; there's no keyword-entry rrrtemailythe circuit 15 still based on the Specfeum's 40-key 
grid, wtii an extra eight keys in a new bank 

THE SUPERCLQNE'S COMPATIBILITY 

The superclone * highly compatible with Spectrum hardware - the sound, keyboard, cassette and 
display ports are m the same piaces. and the nvemory-map can be trleriHcal to a 48K Spectrum. 128 



paging works differently on the superclone, albeit better. 

Ite increased processor speed \tMHi] isoftsel to some ertenl by contention horn the video circuit 
but program code still runs faster lhan on a normal Spectrum. Tnrs doesn 1 ! always affect games, which 
are often syrchronised to each display frame so that they run at a constant speed regardless of how 
much they have to da onscreen 

The supe'^-re's tardwaredesignar dams total tompetability. but I don't believe that I haven! 
found a game that doesn't work,' he-responded - so Tech Tips will testthat with a set ot the most bad- 
tempered programs I know! * .* 

The supercrane s *?QM « not a copy of the Spectrum HOW, though in theory you can run any ROM 
you iike by saving a copy on tape and loachng+tlntottw superdone's RAM. I suspect that he claim is 
based on the use of such a technique. The fwd*are imposes no restnehons on memorypaginc, and 
the display can be * any I &K tank 

The s^rclone's ow ROM supports ir* nrot iit^ 
J*** and so on - with different code. Cassette use the Spectrum format but normally SAVE 501 

adjusts to suit the speed of the recording. 

The superclone has a »ew Jast BASIC adapted to resembJe Smciarr BASIC. Andy Wr#{, of BetaBASK 
fame, rs a consultant on that part of the project. Present plans r%m tt may notba possible to LOW) E( 
BASIC programs directly, unless you first load a page of RAW with a copy ot Sincla* 's ZX BASC ROM. 

The internal format <s altered to give greater speed and allow awgrarristrj break Sflictajr s 4QK limit 
Superclone BASIC programs can be as big as your RAM he disk system for the machine is still In 
development, txd shouldn't be a problem - the company developing the hardware already has two 
Spectrum disk interfaces to its cradi The planned unit 'nr the superclone 5 controUed olrectiy horn 
the. logic amy. cones *to another 126K of RAM, and ccsts the same as the computer 199,95 The 
riHMnP w 6 « capacity, gethng on for two megabytes on standard disk, using a new type of 
half-height j 5 inch 

FUTURES 

Isearty tfays yet -though the superckmers have been iwrking on their machine lor ! S months « and 
?^»rne of the details are sure to change when the money comes thr<n# and productioft starts. 
f ft seemsunlikely that the machine will be on sale before me summer of 19B& and it may fake longer 

still if Amstrad attempts to deiay it in the courts But the designers are confident of their legal position 

1 hough they wouidn I mmd a bit of unintenticnaf promotional hetp from Amstrad It's all very ejctitirw, 

and well have lots more news next month. ' u 
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+3 FAULTS 



REPORTS of * 3 problems are coring in thick and fast I m still not sure whether program 
incompatibilities stem from misloads or hardware faults, bul rt seems Amstrad he introduced ealra 
frcjflrv in the 1 3 thai banishes the Spectrum's old (otance otlape recorders Gaps gn tape fill with 
noise as if a level-control circuit were working overtime. If anyone has a cure for foe - or can ted me 
what Ic disconnect please write in! 
Thee are the more specific problems. 



1 MISSING VECTORS 

Sinclair's Spectrum 128 contained a table of addresses so that you could call routines in foe editor 
ROW without wording a&xrt changes between venuns of the confer. The Sinclair documentation 
said it was important to use foose addresses to preserve compatab*ty with future machines 

Tteerror.hantf.rig routine, at add* ess $ ! 303 * foe Spectrum man ROM . attempts to page in the 
+ 2 ROM on the 43, y ^ 

It fails, as you rjfeH expect' This causes problems (or programs foal caH the code directly 

2 COPY BUGS 

Alan GiTes of Three Inch Software has got two dnves on He +-3. and reports thai while COPY A: to 8' 
works fine, copying the other way does nothing at aft This is because drive B: <s never set up m the 
second case, so foe system copies a zero-sued disk - a brief and pointless process 

A more serious bug crops up when you DOPY fees from drive to drive wrth a large program or 
nachme code in memory The file COPY routine ^es a 2K buffer to store the information ft is copying, 
tut : unfortunately that fcylfer is stored in RAM bank 0 at address 60689 - on top of foe last 5K 3 
BASfC workspace, corrupting your prograrn or data 

The +3 manual suggests lhat no-one *new quite where the twffer would go when the machine 
was documented. ' Nate that the + 3s COPY command may wefl use buffets *n the second screen 
area Ft says on page W The second screen is page 7, and could be moved in place of the area 
presently clobbered - but foal doesn't happen on current machines. 

3 SLOW BASIC 

When the Spectrum came out it was criticised for the stow speed of its BASIC Thais always seemed 
ratter unfair to me, especially as ZX BASIC has many timesaving friendly features - nor forgetting 
variable values when you edit a toe, for instance. In any case, the bodges and patches added over 
the years have slowed down * 3 BASIC 

Jn tests with a new +3 and my old Issue 1 Spectrum I found that ZX BASIC runs Mtween 30* and 
4ft slower in + 3 ftASJC than tr. m BASIC. It's worth beanng ths mind you're programming a 
d^Speetrum. especially as you sin can't enter more than 4!X of program and data, even in + 

4 MISSED CONNECTIONS 

The +3 has an edge connector al the back which looks like the one on earlier Spectrums but 
appearances are deceptive The video signals are no longer preset and, more importantly the 9V 
power supply used by some penpbefsis is rmssing, as is the -5V supply LucWy foe main regulated 
b stirc there, so simple mterfaces can still run from foe Spectrum's infernal power 

[he most important missing sierate are IQRQGE. which used to let you turn off the logic array and 
ROMCS, which disables it* computer's ROM so an external device car. supply aflernatrve code 

Coining with its ow ROM will work on foe +3 unless it's redesigned - this ^eludes most ctever 
things, like Multitaces. Microdrive*, the VTX modem and Currah Ivkrospeech, A new Muftiface rs 
already available for the +3, but foe required changes make ft incompatible with older machines 

™ * 0uld ; ake <P te a implicated adapler. connected to the edge connector, to fix foe problem 
and allow old devices lobe plugged in. In Iheoiy Amstrad could reverse this incompatibility in future 
machines, as the ROMCS line has not been used for anyfomgefce 
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OEBUZZING 
THE 128 

IFyouownaSpectrum 12B there's a techm 
rt produces a few extra, unwanted sounds throtrgh 
the TV speaker as well as the usual repertoires of 
bleeps and hisses. It's common to find that one 
setting oi foe TV tuner grvesa aystai-dlear sound 
and a fuzzy or black-and-white picture, wrrie 
another tuning gwes a good picture but noisy 
sound rt your +2 suffers Irom foe problem, this 
hp should tefc 

The noise craps up because of foe way sound 
and vision are hansinrtted Id foe TV. Broadcast 
TV uses two different channels, with a fixed 
frequency gap between the sound and the vision 
for each station. And the size at foe gap varies 
between European couritnes. 1 

Computers use a sher box of trtcks - foe 
morjfjatof-to convert their signals so that foey 
resentte a broadcast and can be picked up by a 
TV. 48K Spectrums produce a picture but no 
sound through a TV. The* sound effects come 
from a hny earpiece, SHtaflar to the 'speaker" m a 
telephone, mounted on (he circuit board. 

The first machines drove this earpiece from foe 
5V power that supplies the computer logic, but 
(his gave very irtfta volume and could upset foe 
logic Issue 3 Spectrum sound is powered by the 

Spectrum's so-called 9Y supply, which 
usually turns out around 11 volts! This makes 
1hf%s louder wrtbaut disturbing foe rest of the 
computer, but foe earpiece is still rafoer feeble. 

Sinclair realised they'd have !o do somefoir^ 
better m foe 12a wfcert uses a sound chip thai 
can play up to three notes at once, with 16 
possible vo»ume levels for each note. [He answer 
was lo throw out the earpiece and to send the 
sound Ip the TV This works fine, as long as foe 
computer <s set up lo use exactly the right gap 
between the video and sound channels. 

After two weeks with a noisy +2, Tech Tipster 
John Pirttto threw cauobnand warranty to the 
wind. This is how he stopped the background 
wise. The operation is simple - is just involves 
tweaking a screw inside the computer - but your 
guarantee may not be r*wwwj it anyone notices 
that you have been fiddling inside the machine. It 
in doubt leave it alone or get a professional to do 
the job 



GETTING INSIDE fT 

The first step is to unplug foe computer, turn it 
ups?de down and remove foe screws holding She 
base. Put foe screws somewhere safe and turn 
the +2 over, gentry Wfongfoe keyboard sway horn 
the base, fteconned the power and hold down 
the BREAK *ey so that foe TV Test display 
appeals. There are no dangerous voltages inside 
foe +ZlMrt'suiMl5e1otourtfoecpcurtjry while 
you've got the box open 

Tune in the TV lo gne a clear picture, without 
worrying about the sound. It may be sensible to 
leave foe machine lor a few minutes, especially rt 
you ve only just started using rt so that the tuning 
can settle as rl warms up, 

I he test tkspiay is accompanies by beeping 
John found that he could tune the sound in 
accurately by turning a screw m the silver bo* 
mounted on the circuit board, direcdy under the 
left-hand sltfl key. Vou may find it helps to turn 
the screw with a ptesuc blade, as metal 
sc rewtfovers can disturb the circurt. One setting 
of this strew gives near-rjeifect buzz-free sound 
through foeT^ 1 

If you ib uncertain about fiddling around inside 
the machine you may be able to get good results 
by ctmecbng foe LINE IN or AUDIO IN sockets 
of a video ar mus«: centre to foe SOUND or EAR 
socket on the back of the computer. If you're 
luefcy enough to own a vtdeo monitor this is 
probably the only way you can get sound out of 
your Spectrum 12fl. 

TmrsmraFmHCE 

These tips should help rl your TV can already be 
tuned irjghreclear sound with a fuzzy picture, but 
they're unttery to make much drtference If you 
get interference alt the time - even when you 
connect an amplifier to foe sound socket on foe 
bac* of foe *z In that case the problem is 
probably caused by interference between foe 
cassette recorder and foe sound circuit 
As I noted in CRASH fcssue 38 you can often 
cure foes problem by putting a switch In foe red 
wire from foe computer circuit board to the 
cassette uni^ The switch lets you cot off power to 
the cassette, stopping the interference wcapt 
when you lumfoe tape dnve on m order to use n 
Of course you can kiss your guarantee goodbye 
if you make fois modikationl 



MOUSE TALES 

THIS MONTH'S £30 software prize goes to Andrew Haslam, who s sent « a wonderfusy concise I 
program that illustrates exactly how to contra* BASIC program with a mouse 

Andrew fead about Paul Cotton's Kempston Mouse problems in Issue 46 he has discovered foree 
[N commands that let you read the mouse position and bofo buttons from BASIC v machine code The 
lishng is his program - a honal drawing routine, where the left button frits the ' pen' off the screen and 
the right huflw c:ears the display It's not really useful as it stands, but it's a good starting point for 
turfoer experiments. 

According to Andrew, the program works wrm the Kempstpn Mouse and its ctones: I haven't got the 
right interface to be acne to test rt. 

IN 64479 reads foe horizontal position of the mouse, and IN 65503 eves foe vertical position The 
two buttons are read wifo IN 64223, whtch gives 252 if both are pressed, 253 lor foe right button only 
and 254 for the left button, You get 255 if neither button is pressed 
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I HE SPECTRUM 

SUPERCLONE Fuli specification 

2tag ZSOS, runrang at 6MHz toncontendedf 
wy»»ro: 48 keys, similar to Apricot m (eel 

SAStC O S: ..\v 

"Hi % x 16K pages, freefv mappabte 

256 ■ ! £? 24 character squares, I&coiogr attnbutes 

x mono, 32 a I9Z 16 coiow attribute 
cfers, Iwo eofca»5 aoty 
RGB/5CAHT, composite fflto. PAL UHF TV light pen cassette nut 



12,1 which chop 
nart^m memory 



WAFADRIVEL 



I'VE HAD several tetters recently from readers 
who have bought Rulrortcs Vratadrrves, These 
drives - sort of scafed.up Mcrodrtves - reacted 
the market tbFM years aj& at a price off i J 30. but 
they didn't sell well and Rot'omcs went bust in 
1 m. The drives have recsntiy been sold off 
cheaply vi Micrdairs w»d mail order. 

The Wafadrrve mechanism was not developed 
by Rrjtromcs but by two Urge firms, Astec and 
BSfi. Astec makes the stfver TV modulators in 
most computers ind consoles, among other 
U*Vl.nd BSfl makes rurrtabtes. The drives 
were descried for use in ndustrial machines, so 
(hey "re reliable but rattier stow, The rtofconics 
package- mctodes two drives, plus serial and 
parallel interfaces. 



WAFA GREED 

The biggest proWem wten usingthe W'afadrive is 
that ft steals more than 2K of the Spectrwn's 
memory as soon as you turn (he rtetface on 

Many ctis*; arnj tape systerrrs steai memory, but 
the Wafodnve is the greecfeest and most infleiibte 
I've come across. H uses the area from address 
237554 So address 2GM6. and many popular 
games mi utilities wantto put code in that area 

LWessyou're a hlgh-pcmwred hacker, there are 
only (wo ways to fcad programs that use the 
memory snatcted by the Wafadrtve, 

The cheapest but most fiddry option e to use 
OQ?Muth$iy. * coffecton of uliWyprograms from 



ZX Guaranteed [06 
pro^arrtsupancfsli 
so that they don't cu w 
fJ J* kft 1 ?* eJjjWSM. option ts Romank 
Robot i Mu^l tface One, whtcrt does the whole |ob 
at the press of a buitai Both techniques will only 
Uansfer m programs - me Wafadrrve doesn't 
work with a Spectrum I2& 

WAFA SPEED 

Waiadnvesaren"! very fast but you can get fairly 
good results f you understand a bit about me way 
they word, Wafodriws use a unliri'uoQS | M p 0 f 
tape, like Mierafrrves. The data 15 stored all along 
the tape andr ead oftm I K lumps, this means you 
may have to *ait for the tape to go alt the way 
round before a file starts to load. 

Thedata ismuch less densely packed than on 
a Microdrive. Trirs improves rtteMrty &rt slows 
thiags <Sam- it can take up to 45seconds tofad 
a file on a 128K War*, though 20$econdsi$ more 

IoSk roe ] $K Wafe ts fastest and usually 
responds in about three seconds^- much ?he 
same speed as a 90K Microdrrve cartridge. 

Tne exact position of files on the Wafa 
determines how long they take to load, Mosi 
programs load in several parts, and it's vrfarf to 
record Jha parts <n sequence on the tape il you 
want theirs to load quickfy without 1-fnfrwastine 
searching for the nexrtile, You can ensure this o v 
refofmatimgatape before use, then saving each 
fSte with this sequence of cor^nds 
SAVE ."ftHAJir VERIFY ^ANAMf": CAT # 
wont use arty other commands between SAVIi 
to thai IrVak. or yoy* dtsturo the position of the 
tape. 



WAFA BOGS 

There were two minor but annoying bugs in (he 
ROM software budt into the fast 5-tJ.GQO 
Wafadrrves; as tar as r know tfirs includes all the 
drives sold (n the UK. Vou can"! save files fusT Dne 
pyte long - the may not seem a major protjiem 
but some tapes use such *Ues as part of the* 
protection system, making then, diftcidt to 
iransJertoaWafa. rt's also imposabie to save the 
byteat address fc>535, me last byte in memory 
wt JMfiswand the Murhface avoid these 
problems 
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*k Up to 7SOK storage with 3*5 or 5-25 discs, 

* instant transfer from cassette or disc wfth snapshot 
button -up to 16 48K games or 6 128K games per disc. 

* Load/Saw fn an amazing 3-5 seconds f T28K In JO sea J 
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Sfngle or Doupfe size. 

^ Compatible with a wide range of serious 

and most games software. Can use Dfsdpfe discs, 
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French's Road. Cambridge ^ m ^ .^^.^m ***k Fran^ 
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TRENDS noticeable in 1985 and 1 986 continued not only unabated 
throughout 1987, but even accelerated; and most ma|or software 
houses fronted with licences and conversions. There are some 
very good reasons why coin-op arcade games should find their way onto 
home micros - about the same sorts of reasons why good novels find 
their way onto the TV and cinema screen - but good reasons aren't 
enough alone; just as books can be ruined In their adaption, so can 
arcade originals m their conversion. 

Licences are really much harder to defend, since the source is 
frequently unsuited to a computer game theme r and if ft wasn't so often 
sad, it would be an amusing sport to watch frantic programmers 
desperately struggling to pick on something in 'their' film on which they 
might hang a reasonable game. During 1967 the commercial notion that 
a name', whether it be a famous person, incident, book or fictitious 
character, can sell a computer game, whether H be good, indifferent or 
poor, took a much firmer hold. It's a cynical notion, that reckons people 
are so gullible that because they adored Rombo Clone Wars starring 
Arnold Stalnegger at the cinema, they'll go out in their droves and by the 
licensed game from Slipshodsoft without waiting to see whether it's any 
good or not. 

Vet 1987 has seen at least one major software house come to terms 
with its reputation for unevenly implemented licences and tackle the 
problem in the oniy sensible way - place more stress on better game 
design, programming and, most Importantly, better playtesting . A pointer 
to the future, and a hope, perhaps, that the more professional this 
Industry becomes, the better the product may be, rather than poorer and 
less caring. 

The other 8-bit trend, most noticeable with Spectrum software, has 
been the growth of budget labels and titles. Had CRASH opted for a 
'budget review ghetto' a few months back, as had been internally 
suggested, then today there would be few pages of reviews] No-one has 
quite agreed yet whether the burgeoning budget is a Good Thing or a 
Gad One. On the whole the quality of budget releases is still universely 
poor when you consider how marry there are, and despite the notable 
exceptions Mastertronic (in its various guises) and Code Masters have 
given us occasionally. 

The saving grace has been the sheer size of the 8-bit market. Software 
houses don't yet seem prepared to let full-price games slip away, and 
ironic as it may be, the advent of a 1 6-bit market with competitively 
priced machines like the Atari ST providing a resJ alternative for 
upgrading, is likely to force companies to produce even better Spectrum 
and CBM64 games to maintain the 8-bit sales, 

Searing all this in mind, let's take a trip down cliche lane and rip 
through some of the good times and some of the bad of 1 987 . . . 



f JANUARY 



AFTER a prestigious launch with 
The Art Studio and some complex 
music utilities, British Telecom's 
Rainbird label had remained 
quiescent on the Spectrum, now it 
kicked off the New Year with two 
Smashes, Stemitder and Jewels 
Of Darkness. The 48K Stargfider 
was hailed as 'amongst the best 
games to grace the Spectrum 1 , but 
it was the 128K version that kept 
the office minions working after 
hours, and rated at 97%, it was 
one of the highest Smashes ever, 
Written by Realtime Software 
[3-D Tank Duel, Starsthke) t it feat- 
ured incredibly fast 3-D vector 
graphics, an assortment of 
enemies to kill as well numerous 
missions to be undertaken , 
Rainbird gave it the VIP treatment 
from its lavish packaging to a 64- 
page novelette which gave clues 
as to how the game should be 
played. 

Later in the year the Atari ST 
version featured on the TV 
programme Get Fresh. So 
impressive was Starglkter that 
since then it has reversed natural 
trends to be converted into an 
arcade machine. It has been 
Ralnbird's only arcade game to 
date, but the company has 
become noted for its adventures. 
They took over veterans Level 9 
Computing and Jewels Of 
Darkness was a compilation of 
three of Level 9's early hits, 
Colossal Adventure, Adventure 



Quest and Dungeon Adventure. 
Each game was revamped with 
improved text and the addition of 
graphics. Once again Rainbird 
packaged it lavishly with a short 
novella by Peter McBride. The 
compilation was highly recom- 
mended by Derek, 

The undead were dragged into 
the Spectrum's 3-D isometric 
sphere with Nosferatu, licensed 
from the silent Twenties film of the 
same name Pitting the player 
against the dastardly demon 
vampire, Nosferatu consisted of 
three main stages, the middle one 
of which had the player controlling 
three characters! The game was 
an instant Smash with reviewers, 
which was nice for Design Design 
who wrote it, and for Macmlllan's 
fledgling label, Piranha, who 
marketed it. 

Piranha's second release of the 
month, Rogue Trooper, again 
programmed by Design Design 
and based on the comic-book 
hero made famous in 2000 AO, 
wasn't received with quite the 
same enthusiasm as Nosferatu. 
Comments ranged from 'too 
boring' to 'I could play this game 
for hours', but one aspect all the 
reviewers agreed on was that it 
was just too easy to play. 

Other licensed games of the 
month included Marble Madness, 
Tarzan and Space Harrier. Marble 
Madness clones had been floating 
around for months, many failing to 
impress, Melbourne House tried 
topping the lot by releasing the 
Marble Madness Construction 
Set. The inclusion of a screen 
designer did little to push its 
ratings up and many felt it was a 
poor effort when compared with 
Gyroscope, a previous variant on 
the same theme also by 
Melbourne House. 

Martech's Tarzan had you 
hurtling through the jungle in a loin 
cloth in a bid to rescue your 
beloved Jane from the hands of 
the Usanga tribe. We recognised 
that it contained some pretty 
pictures but at 73% overall the 
game was nothing special. Neither 
was Elite s anxiously awaited 
conversion of the arcade hit Space 
Harrier, which projected the 
Midlands company into the New 
Year on a continuing spate of 
licensed arcade games. In truth 
most aspects of Space Harrier 
were reasonable, but It wasn't ide- 
ally suited to the Spectrum, and 
without the original's moving 
cabinet, the game seemed to iose 
something and came out with a 
score of 77%, 

The Edge started 1987 with 
Fafflght If: Trial Of Darkness, 
sequel to the 1965 Smash Fair- 
iight. What seemed destined to be 
a hit failed to live up to our expec- 
tations, falling short of a Smash 
with 81 %. Author Bo Jangeborg 
was praised for the the highly 
detailed two-colour graphics, but 
was criticised for the game' s slow- 
ness and the extreme similarity 
that it bore to Fairiiaht. Just going 
to show that graphics maketn not 
a game- 
January also saw 
Microsphere s first release for 
quite some time. Could they keep 
up the standard set by earlier hits 
such as Skocl Deze and Back To 
Skoofi Contact Sam Cruise 
certainly did nothing to harm 
Microsphere's image as a 
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producer of original, high quality 
software. A Smash with 93% 
Contact Sam Cruise, written by 
Dave Rftirfy, was credited with 
having a Raymond Chandler 
flavour about it, as the player 
roamed the crty streets trying to 
solve a case while avoiding 
gangland heavies partial to a bit of 
Sam banning 

Pete Cooke scored his first hit 
of the year for CRL with Academy 
me long awaited sequel to Tau 
Cetk Following in the same vein as 
rts predecessor, Academy set 
tasks of varying difficulty for the 
player to overcome. The game 
also included an option to define 

Kour own skimmer, but as weight 
ad to be tai<en into consideration 
tt was impossible to equip yourself 
as an indestructabl© super 
fortress. Described as amazingly 
3?S d utoCfaffy was Smashed at 
ete Cookes Programming 
abihtjes seemed to have improved 
with hjs test few games, and as it 
turned out, Academy was not to 
be his last hit jn 1987. 



r FEBRUARY 



FEBRUARY deluged the Towers 
under an avalanche of software - 
obviously lots of Christmas 
releases that had just missed the 
seasonal deadline. It seemed to be 
the month of the tie-in with 
Gaurjftef and Top Gun topping the 
bin. Incidents a third of February 's 
releases came from either US 
Gold, Imagine or Ocean, It was 
also the first time in CRASH history 
that the ratings system was 
overhauled to bring it more in line 
with the times. From February 
forth the reviewers' comments 
would be credited with their 
names. 

After months of clones and poor 
imitatfons the official US Gold 
conversion of Gauntlet arrived 
and blasted away the competition.' 
Smashed wtth an overall of 92% 
Gauntlet was a great game and 
one not to be missed To 
accommodate the original's great 
si2e the programmers had elected 
to use a murtitoad system to 
expand the game's potential - not 
me first time a Smashed game had 
used this system and certainly not 
the last. Nevertheless even with 
this system the graphics were not 
very impressive. Where Gauntlet 
differed from many of its Imitators 
was wrth rts simultaneous two- 
player option, not quite as much 
tun as the four-player original but 
nevertheless a vast improvement 
on the one-player, antisocial 
clones, and a huge saving in 1 0ps 

Electric Dreams s first release 
of the year was a licensed game 
based on the scary movie Aliens 
Tne player controlled Ripley, four 
space marines and an android as 
they entered the Alien Queen s 
egg-laymg chamber to kill her The 
graphics were neat and it certainly 
had atmosphere, but thankfully 
he game wasn't as gory as the 
film We had no real complaints 
but just felt that it wasn't quite 
good enough to warrant a Smash 

Ocean fared a touch better with 
w«r film licence, the fine aerial 
dogfight simulator Top Gun, which 
tested the player's flying abilities 
to the hilt. Although rt lacked Tom 
Cruise, and while the graphics 
ware simplistic vector affairs the 
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game made up for these 
shortcomings in itsgameplay. The 
p ayer chased the computer s 
plane through the heavens, trying 
to gun it down before H got you ff 
this became boring then a two- 
piayer option allowed for head-to- 
head combat with your best friend. 
Yet another hit game which proved 
that pfay f ng computer games isn't 
necessarily antisocial. 

Eccentric tie-in of the month 
awards went to The Archers and 
Donkey Kong, The Archers was 
released by Mosaic, but it was the 
ski iful programming by the bunch 
at Level 9 that turned what was 
potentially a very dull game into an 
enjoyable expenence. The object 
was actually to keep up the long- 
running radio show's audience 
ratings. As with Adrian Mote, also 
rataased by Mosaic, you didn't 
nave to input replies but were 
gwen a number of options to 
choose from. Strangely, aJthouqh 
its overall rating was 90% rt wasn't 
a Smash, probably an oversight 
between editorial and art, rather 
than Derek's intention. 
Ocean s Donkey Kong was an 
oddity because they had released 
Kong some years previously, In 
those dim and distant days people 
seem to bother so much 
with the proprieties of licensing so 
perhaps Ocean thought It was 
time to redress the balance and do 
rt property, in the event, this 
version was licensed from the 
N^tendo arcade machine, and 
while the reviewing minions 
t nought rt a good conversion, they 
also i felt that it was just a few years 
too late. 

Speaking of Ocean, February 
saw them releasing Highlander 
another game based, although 
toosely, on a film. Programmed by 
Canvas {the splinter from Denton 
Designs), it centred on only one 
aspect of the film, the fight 
sequences. You played the part of 
McLeod set against three 
opponents, Ramirez {very strange 
as he was Mcleod's friend in the 
Tflm). Fizir and Kurgen (the 
migfrties of the bunch), and each 
character had to be loaded 
separately. On the whole it was a 
disappointing product that bore 
irttle resemblance to events in the 
excellent and quirky film. 

Imagine released a real clutch 
of games including Yie ArKung Fu 
k „£ Br Soc ^ r and Konami's 
Golf. Probacy best of the bunch 
was Terra Gresta, yet another 
coin-op conversion. This shoot - 
em-up with Its vertically scrolling 
format bore a striking 
resemblance to that old arcade 
favourite, Xevious. the Spectrum 
conversion of which US Gold also 
released in the same month but it 
got a lower rating. Graphically 
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Terra cresta was nothing special 
but shoot-'em-ups can always be 
greal fun and this was no 
exception. Given an 81% rating it 
was felt to be just a touch too 
expensive, considering what you 
got, 

Torus, the programmers of 
bymp and the Spectrum version 
Of Ofe, unveiled their third game 
Hrve on the Firebird Gold label' 
Srton the insect-populated planet 
of Gamma V. the player 
penetrated the hive's complex 
defences to eliminate the Queen 
at the centre of a network of 
tunnels, and needed to find a laser 
and other assorted goodies such 
as key cards to gain admittance 
•nto areas sited about the tunnels 
We were divided in our opinions of 
the latest Torus game. Some 
nought it looked impressive but 
wKed enough real excitement to 
make rt brilliant, while Ben felt that 
the game would become a cull I 
guess Ben s prophetic powers 
aren t fully developed yet , . . 
tmpossabafl narrowly missed 

°ot or L?^ ash 31411)9 b V receiving 
B9 ft, Written by newcomer to the 
Spectrum John Philips and 
marketed by Hewson, it had the 
player guiding a bouncing bail 
down eight progressively harder 
corridors. The scrolling of the I 
graphics was excellent, and in 
general the whole package was 
very polished, but it just lacked 
that little something that turns a 
good game into a Smash. 
Then spring arrived . . . 




AFTER flushed February mordant 
March was most notable for rts 
absence of good software. 
Kerhaps the spring hadn't quite 
sprung then . . . 

Most games released hovered 
around the sixties mark with Feud 
arid Ranarama standing head and 
shoulders above the rest. 

The major event of the month 
was the take over of veteran 
Melbourne House by budget 
software giants Mestertronic 'for 
a claimed seven-ftgure sum Both 
software houses still published 
under their own names with 
Melbourne House occupying the 
rull-pnce range and Mastertronic 
concentrating its labels on the 
budget market. 

In a doubtful attempt to prove 
they were still in operation, 
Melbourne House finarly released 
Judge Dredd. Based on one of 
comics' most famous cuft 
characters from 2000 AD it was 
always going 10 be a risky licence 
in the eyes of Dredd fans, and 
perhaps Melbourne House took it 



In entirely the wrong direction It 
W S* asi . cally a P |aff orm game 
with the player jumping around the 
screen shooting perpetrators 
(perps to the cognoscenti) who 
threatened Mega City One. Judge 
Dredd was inevitably a great 
disappointment to CftASH 
Towers, especially after waiting so 
long for it. The comic stories 
provided plenty of scope for a 
game but Melbourne House failed 
to implement any elements that 
made the strip a hrt. 

Perhaps we could be kinder to 
Melbourne House's second 
March release? Ftst ft, sequel to 
The Way of the Exploding Fist, set 
you the task of finding a temple 
entering it thus making you' 
invincible, and overthrowing the 
evil Warlord who ruled your land 
with lerror. Sadly, we couldn't 
Expectations ran high but the 
game didn't qurte deliver the 
goods. Despite the 1 6 fight moves 
available, the action in between 
fight sequences was dull, and rl 
gave the impression of being very 
mundane. 3 
Programmed by Binary Design 
and released by Mastertronic s 
Bulldog Software label. Feudwas 
one of the highspots of the month 
Playing the part of one of two 
feuding medieval brothers the 
object was to run around the 
playing area collecting ingredients 
to mix spells and potions which 
created havoc for your sibling 
Feud was the first Bulldog release 
and further showed how Budge! 
games were coming of age. At 
U .99 ihe game provided excellent 
value for money, with large, well 
animated graphics and the real 
bonus of gameplay which really 
kept the player on his toes. 
Greyfell was the first release for 
another new games label, 
Starlight Software An evil wizard 
had brought misery to the forced 
perspective world of Greyfell, and 
stomping on meanies to 
Kill them, and by collecting useful 
objects, did you have a chance of 
rrddmg the land of the wizard's 
baleful influence. Greyfell was well 
presented but Its gameplay left a 
lot to be desired. 

After eons ot waiting 
ActivislorVs The Littie Computer 
People fLCPs) finally emerged 
from our Spectrums, although rl 
transpired that only 12BK 
macttfnes were big enough for 
them to inhabit. You remember the 
story; not so much a game more a 
o ! f S the P ackfl ge supposed 
that Pet People were little beinqs 
who lived inside your (12BK) 
computer. and you were 
responsible for feeding and 
keeprng them happy. Each pet had 
Us own personality and 
preferences, and simple keyboard 
instructions could request the pet 
to do things such as play records, 
take a bath or play a game wrth 
you on Its (12eK) computer, 
tedious. 

But it had taken too long in 
coming out on the Spectrum and 
excitement created inrtialiy by the 
CBM 64 disk version had worn oft 
Novel rt may have been, but the 
Spectrum's limitations imposed 
on the program made it less 
Hexible, and in truth it was a touch 
tedious. 

Ever one for turning principles 
mto frogs, Steve Turner took the 
Gauntlet theme a step further for 
Hewson with Ranarama. Much in 



me same vein as the original. 
Ranarama expanded on the idea 
and improved it a great deal. 
Turner, author of Dragon tore and 
Ouazatrort among others, cast the 
player as Mervyn. a failed 
sorcerer s apprentice who. by a 
series of miscast spells, ends up in 
amphibian form. The castle has 
been overrun by evil warlocks and 
other assorted unpleasantries and 
Mervyn must save the day by 
annihilating them, and restoring 
himself to human form in the 
process. Its presentation differed 
from Gauntlet, fitting more than 
one room on screen at a time, and 
while the graphics were good the 
animation tended to get a bit 
messy at times. But once again it 
was the highly addictive gameplay 
thai made this game a Smash for 
Hewson. 

On the down side, Brian 
Ciough's Football Fortunes, which 
had featured on the Christmas 
Special cover, enjoyed less favour 
than fortune, with 42% for CDS, 
occasioning comments typical of 
many hybrid board/computer 
games reviews before it — Ft 
seemed the software side had 
been neglected. 

US Gold s Masters Of The 
Universe licence hit rock-bottom, 
while Leisure Genius fared only 
slightly better with the licence they 
had been working on for well over 
a year. Scaiextnc, Electric 
Dreams, too, seemed to be a 
software house In search of 
success after its pre-Chctstmas 
launch; Explorer, the game 
baasling a ludicrous 40 billion 
mappable screens, and Tempest, 
Ihe wire-frame shoot- em-up from 
the arcades, failed to impress 
deepty. 

Fortunately there was a 
Highlight though , and undoubtedly 
the event of the month was an 
interview with Bernie Drummond 
and Jon Ritman. the men behind 
the hit game Batman, which gave 
the reviewing team their first 
glance at Head Over Heeis - but 
more of that in a moment. 
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THE APRIL issue of CRASH saw 
some spring-cleaning at the 
Towers. Founding editor and all- 
round slave-driver Roger Kean 
was taken off the manttepiece, 
given a good dusting and 
reinstated at the helm while 
Graeme Kidd departed with the 
wintry weather for the editorship 
of trendy magazine LM. Hannah 
Smith departed from the Playing 
Tips for the sweet smell of 
pastures new. and a newcomer to 
these hallowed pages was 
Richard Eddy, who made the 
transition from AMT1X! to CRASH 
reviewer with the minimum 
amount of fuss besides the odd 
cry of bwah. monster' and his 
driller killer laugh. 

US Gold's CBM 64 hit leader 
Board finally made it on a 
Spectrum green. U took us all 
hours of persuasion to dissuade 
Roger Kean from donning his flat 
cap and awful houndstooth-cneck 
plus-fours and giving it a bash. 
Leader Board was the very best 
golfing simulation we had seen. 
Featuring a four- player option, 
bedding golfers could play on any 
ol four 1 8-hoie courses with three 



levels of play. Notorious tor their 
boredom factor, reviewers don't 
look forward to golfing 
simulations, but Leader Board 
surpassed all past expectations, 
and although a bit slow to play at 
the start, perseverance resulted in 
an enjoyable game which got 
80%. 

A strong contender for game of 
the year was Head Over Heeis 
released by Ocean and written by 
the duo Ritman and Drummond 

It had the reviewers raving. 

Set in a far away galaxy, four 
planets ruled by the tyrannical 
Emperor (from the planet 
Blacktooth) are in turmoil. Two 
spies from the planet Freedom 
have been sent to provoke 
revolution and recover the lost 
crowns from the slave pianets. 
Head Over Heels utilised the 
isometric forced perspective now 
a commonplace. It led to an 
immediate comparison with the 
earlier Batman as well, but Ritman 
and Drummond injected much into 
the stale format. For a start the 
spies Head and Heels, separated 
at the start, had different abilities, 
and were controlled as separate 
units or could be united to perform 
tasks that each alone could not. 
Added to this novel approach were 
the many puzzles, collection of 
objects whose purposes were not 
immediately apparent, and the 
marvellous arcade action. Head 
Over Heels more than adequately 
proved thai good computer 
games do not depend merely on 
appearances but on game design 
as well, and it certainly deserved 
its rare accolade, a Smash at 97 % . 

Breakout games enjoyed a 
comeback. and Imagines 
Arkanoid received an overall score 
of 59%. 

This souped-up version of the 
ancient hit, despite some odd 
programming which made some 
of it idiosyncracies a bit hard to 
handle, proved to be thoroughly 
addictive. After five years the 
game hadn't made any major 
improvements on the original, but 
just went to show that some 
games never die, they simply get 
rewritten. The review led to a battle 
when many readers, horrified at 
the low rating, attacked in the 
Forum, a fight which was to hot up 
in the following month when 
Gremlin Graphic's version, 
Krakout, received a higher 
percentage. 

Breakout was not the only 
golden oldie to be rewritten this 
month with the advent ot Classic 
Muncher from Bubble Bus. a 
variant on the well worn Pacman 
theme. Consisting of six infinitely 
repeating screens, Classic 
Muncher played exactly like its 
inspiration, and while bringing 
back flashes of nostalgia, it did 
little to impress, scoring a 
miserable 41 % 

Teiecomsoft's first Smash of the 
year came in the form of Firebird 
Silver's /. Bail. At E1 .99 it provided 
astounding value for money, and 
after some tediously sub-average 
product, showed that Firebird still 
had it in them to produce an 
excellent low-cost game and give 
Mastertronic a run for their 
budgets. Most notable was the 
excellent digitised speech, best 
heard through some sort of 
amplifier as the Spectrum's own 
inbuilt buzzer wasn't really up to it 
The gameplay was temfic and it 



had us all addicted within a short 
time. 

If addiction be the food of love, 
then indigestion is much the same 
as repeating things - we had 
Elite's Bombjack H, which didn't 
do too badly at 71 % but failed to 
satisfy as much as its predecessor 
had dane, there was The Growing 
Pains Of Adrian Mote from Mosaic 
(but marketed by Virgin Games 
this time round}, which did almost 
as well as its ancestor at 88%, and 
there was Software Projects, 
striking back with Escape From 
Stage's Castte: Dragons lair tl, 
which also did pretty well with 
63%. In each case the game was 
more than reasonable, but the 
surfeit may have caused the 
reviewers to sicken. It looked like it 
was lime for May , . . 



- MAY 



MAY'S edition of CRASH was a bit 
fat as spring/summer issues go 
due to the inclusion of a giant 32- 
page Playing Tips bonanza 
lovingly compiled by yours truly 
over many sleepless nights. Past 
years had always seen the so- 
called summer slump, but May 
managed to produce a remarkably 
good crop of games from a 
surprisingly large selection, 
including the latest releases from 
both Firebird and Ultimate. 
Over 24 months Activistan had 



not found much success with its 
Spectrum games but with the 
advent of Enduro Racer they set 
the record straight. Licensed from 
the arcade machine of the same 
name and programmed by Giga 
Games, it followed the original 
closely. The object of this bike race 
game was very simple - outrace 
the other bikers and complete 
each course in the quickest time 
possible. Each course contained 
different backdrops with logs, 
rocks and opponent racers acting 
as obstacles. Race games have 
always been firm favourites with 
the public and each year they 
improve in Ingenuity, Enduro 
Racer lodged Its way firmly 
amongst the greats of this type. 

After Silver, it was Gold's turn; 
following hoi on the heels of the 
budget I, Ball, Firebird secured 
themselves a second Smash in as 
many months. Costly at C995 7 The 
Sentinel still provided wonderful 
value for money. Once again we 
had a game that had been a huge 
hit on the CBM 64. and had then 
taken an age to appear on the 
Spectrum, but the implementation 
was finely tuned. The daunting 
task of rescuing 10.000 planets 
from the Sentinel and its Sentries 
through a process of power 
absorption, offered the player a 
game of thoughtful, chess-like 
strategy - where much 
consideration had to go into each 
move to ensure success - and 
sometimes furious activity. Its 
originality and the sheer depth of 
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play made it a winner. 

Martianoids was Ultimata's first 
release of the year -* and for some 
time. A 3-D forced perspective 
game, it cast the player in a 
defensive role with lasers for 
protection against marauding 
Martianoid machines. The tide had 
been slowly turning against 
Ultimate over a period, and 
Martianoids was criticised for 
below-standard graphics and 
poor gameplay, receiving only 
56%, And it wasn't the only 
disappointment in Way; Worth 
Games from US Gold/Epyx didn't 
quite live up to expectations either 
Uke Winter Games it was dlvsded 
rnto several events with the player 
having to wart what seemed an 
eternity for mdrvidual events to 



much as had its predecessor's 
but it was otherwise an adequate 
sports simulation. 

Indigestion was narrowly 
avotded by Gremlin Graphites 
when they released Auf 
Wiedersehen Monty, latest In the 
long line of Monty Mole games 
which had started back in 64 with 
Wanted: Monty Mote. Written by 
Monty s creator, Peter Harrap it 
followed his usuai style of game a 
complex platformer with devious 
traps and neat graphics and 
sound. It also sparked off a 
controversy within the reviewing 
ranks between those who were 
bored stiff of Monty, and those 
who still reckoned a game could 
be good despite its Formulaic 
convention. The latter won out and 
Auf Wiederseh&n Monty got 85% 
as Monty trekked across Europe 
to buy himself a nice Greek island 
so that he could be safe from the 
prying attentions of fntermole, the 
international crime fighting 
organisation. But in that missing 
frve percent that would have made 
rt a Smash like the previous Harrap 
Monty" games, perhaps there 
was a buried message that the 
formula was risking staleness. 

Ocean hoped to give everyone 
a pleasant shock with Short 
Circuit, based somewhat loosely 
on the movie. It contained two 
distinct games, an arcade- 
adventure and a chase sequence 
The arcade-adventure saw the 
hero-robot Number Five searching 
offices for antra parts and a means 
of escape, while the chase 
sequence. staged on a 
honzontally scrolling background, 
had him attempting to roach a van 
at the end of the track and escape 
to further adventures. Unfortu- 
nately the shock was more of a 
tingle, for despite the above-aver- 
age graphics, the game suffered 
from tie-m-itis r a failure to pinpoint 
the film s best aspects. 

In a bygone age Gilsoft released 
the marvelous Quia, a machine 
code utility which acted as a 
wntpng system for those who 
wanted to create adventures but 
couldn't program. Later they gave 
us the Quiii Illustrator, and 
between them they supplied many 
a good game but were equally 
responsible for an influx of many 
bad ones. In 1987 Gffsofl excelled 
themselves and achieved a Smash 
with The Professional Adventure 
Writer, or PAW as it became 
known. A continuation of 
adventure writing systems, PAW 
I was extremely well documented, 
I making it much easier to use than 



existing systems. As with many 
adventure writers, graphics could 
be drawn, but PAW really came 
into its own with Its handling of 
vocabulary. Derek Brewster gave 
£2* r rnade it must for 
nopeful adventure programmers. 
Reeling from the shock of a 
Firebtrd budget Smash the month 
before, Mastertronic hit back 
through their M.A.D. label with the 
peculiarly named Amaurote- and 
they got a Smash too. In Amaurote 
you freed sectors of a city from 
invading insect armies, destroying 
the Queen before she could 
produce more insect warriors and 
overwhelm you. Binary Design s 
richly original monochromatic 
graphrcs made it look stunning, it 
was both playable and addictive 



mode, boasted 
extraordinarily atmospheric music 
which Ben Stone kept piayinq until 
we all felt like iasering him into 
oblivion. 

SBLtWJSS* Q 'ewstar i n hjs 
Land Of Midnight' thrall. Now he 
reappeared somewhat outside the 
adventure area with Throne Of Fire 
or Melbourne House Though in 
[act he hadn't programmed it 
Mike played an important part in 
the game and graphics design 
F 1 ™*, 0f Fire - three brothers 
battled for the throne of power with 
the player taking on the part of one 
ot the brothers and the computer 
controlling the others - used a 
split-screen format similar to that 
of Spy vs Spy, It looked very good 
but we felt it was a bit too easy to 
be really satisfying, although the 
game scored through an option for 
two players to take on a brother 
each while the computer played 
the remaining brother 





1 50 CRASH Christmas Special 1 987 



TALK OF THE DEVIL, having just 
mentioned it, in June Spy vs Spy It 
popped up. Beyond s prequei had 
been a Smash some years before 
The follow up, titled Island Caper 
and released through Data byte 
saw the familiar black spy and 
white spy running around a 
tropical island searching, for parts 
of a missile, using the Traputator 
to lay devious traps as the means 
to exterminate each other Oddly 
the monochromatic presentation 
of the earlier game was dropped in 
favour of colour - too much in fact, 
ugly attribute problems gave 
it a rather garish appearance, This 
wasn t really progress, with slow 
Jerky scrolling letting down a 
reasonably playable game, and 
reducing it to only 53% 

You didn't have to be on a 
tropical island to enjoy the heat - 
this a was sunny June for a 
change, and there were 37 games 
in review! Could this really be 
summer? i can remember past 
Junes when we were lucky to 
scrape 15 games together. Mind 
you, a lot of the titles were 
budgets. No, we lacked not for 
games, but the Smashes were 
few. 

Luckily Hydrofool from FTL, the 
Gargoyle Games label, gave us 
something to rave about - and 
kept us cool, for the sequel to the 
acclaimed Sweevo's World had 
Sweevo on a new mission this time 
under water, cleaning out the filthy 



world known as Deathbowl The 
famous Gargoyle sense of humour 
dearly emerged in Sweevo"s task 
pulling out each of the four plugs 
that held the water in, as assorted 
nasties tried anything to get rid of 
him. Stunning 3-D isometric 
graphics set on several levels, 
amusing animation and devious 
puzzles made it a hit, but 
Hydrofoot was very derivative of 
Sweevo's World, and more likely 
to appeal, it was felt, to fans of the 
previous game. 

In quick succession Ultimate 
slipped out another release In a 
marble vein of madness - Bubbler. 
ft was an improvement on 
Martianoids, though not by 
sufficiently large a margin to 
improve their flavour to full. The 
planet trkon, under the sway of the 
evil wizard Vadra, could be saved 
by corking magical bottles that 
controlled his power, Once again 
Ultimate chose to use 
monochromatic 3-D graphics with 
smooth screen scrolling Inertial 
effects coupled with the awkward 
control method made movement 
along the walk-ways difficult 
Presentation may have been fine 
but gameplay was lacking, and 
mtxed feelings amongst the 
reviewers, led to an overall ratina 
of 73%. 

Not one to be outdone June 
grw Derek Brewster following the 
Playing Tips supplement with his 
very own Adventure 
extravaganza. Rainbird finally 
released a Spectrum version of 
The fawn, an acclaimed Atari ST 
hit. Sadly it came minus the pretty 
graphics but still enjoyed Derek's 
approval at 90%. 

Melbourne House managed to 
fop this, however, with Shadows 
Of Mordor, follow up to The Lord 
Of The Rings. Following the further 
adventures of Frodo and Sam in 
in* Two Towers, it left the player 
to choose which character to play 
Shadows Of Mordor retained the 
use of Inglish (the vocabulary 
system which made The Hobbit 
such a big hit), but only 128K 
Spectrums had enough memory 
for the graphics to be displayed 

Dureti were also in full sequel 
mode and chasing another Smash 
with Saboteur II (or should it have 
been called Sister Of Saboteur?) 
Wrth the hero of Saboteur dead it 
was his sister who took up the 



central role In a bid to stop the 
Dictator from using his hi-tech 
missile systems, while android 
warriors were out to stop the 
avenging angeline. There were 
improvements, but in style of play 
and graphical presentation it 
followed the first game very 
closely. These sJmilarities resulted 
in a rating of 83%. Had a little more 
originality been used it might have 
made it to Smash status. 

Elsewhere the software front 
was dismal. Ocean 's Army Moves 
\ooked good but odd collision 
detectron made ft frustrating, 
Hewson slipped up wrth 
Gunrunner, a scrolling shoot- em- 
£ , JS? i a »** format, 
Quicksifvas wire-frame Red 
Scorpion was a poor Battfezone 
rehash that left everyone 
wondering whether the once- 
great software label would ever 
find a game of merit again. Even 
jy^V Piranha disappointed with 
Mr weems, while Mario Bros from 
Ocean was hardly the coin-op/ 
games console conversion we 
were hoping for, and most 
ludicrous licence (probably) of the 
year to date came from Activision 
In the quacky shape of Howard 
The Duck - and it was out for a 
duck as well. 

At the very last momeni 
Barbanan dashed to the rescue 
Palace Software not only caused 
controversy with their adverts, but 
the review of the game didn't go 
down too well in some quarters 
Simple enough in theme, rt was a 
savage beaVem-up with swords 
m a gladiatorial arena, but the first- 
rate practice mode and two-player 
option (on the cassette's B-side) 
together with fine monochromatic 
animation, made Barbarian one of 
the best fight games to emerge for 
a long whrie. Not quite a Smash 
but very nearly. 




NOW the summer slump' really 
started - rt seems to get later every 
year -and not only did the number 
of games decrease but there was 
also a distinct lack of quality 
software, only Zynaps and Killed 
Unhf Dead saved the day. 

Recovering from the uninspiring 
Gunrunner, Hewson s next shoot- 



em-up (an old-fashioned genre 
which had hardly ever been in their 
repertoire) saw a change of pace, 
ideas and presentation. Zynaps 
was a classy r high-speed, 
horizontal ly scrolling game, just 
about the ultimate In Nemesis 
clones In fact. Additional 
weaponry could be collected, 
improving your chances against 
the aliens but. basically you were 
on your own. With code by 
Dominic Robinson and snazzy 
graphics by Steve Crow looking 
like colourful, smooth moving 
works of art, this shoot- 'em-up 
was a joy to play. Zynaps served 
to relieve the boredom of a 
software-starved month. 

The big surprise, however, was 
Kitted Until Dead - a surprise 
because although Ihe reviewing 
began early enough, no-one 
noticed how much this quiet game 
affected everyone else . . . but 
more of that below. 

Before the month descended 
entirely Into a slough of despond, 
we had Stormbringer on MAD., 
latest in the long line of 
Mastertronic's "Magic Knight' 
games. Hewing returned from 
Knight Tymethe hero had split Into 
two personalities; one good and 
the other decidedly off colour. In 
merging the two egos you restored 
White Knight to his former glory. 
Programmed as usual by David 
Jones, it followed the same format 
of the previous Magic Knight' 
games in collecting objects and 
grouping them together to solve 
the numerous problems. And 
although It lived up to 
expectations already set with 
colourful, detailed graphics and 
devious puzzles, we were split 
over it; two reviewers reckoned it 
an excellent buy at £2 .99 , the other 
pointed out that it added little to 
the well -worn formula. The result 
averaged out at 86%. 

And then there was Thing 
Bounces Back - a sequel without 
a Spectrum predecessor , Gremlin 
Graphic* *s Thing On A Spring had 
been a big CBM 64 hit with its 
uniquely cute bomging character 
in battle against wicked toys in the 
evil Goblin's toy factory. In the 
unprecedented sequel Thing 
attempted to stop the flow of evil 
playthings by collecting 
components of a computer. The 
toy factory was an industrial 
complex of platforms and pipes 
which provided a game on par with 
the Monty Mole series, but 
disappointing documentation and 
awkward controls let ft down 
considerably. 

In the same month Gremlin 
released, at the slightly lower price 
of £4.99, Alien Evolution, A 3-D 
scrolling game with more than a 
passing resemblance to the 
ancient hit Anf Attack {reviewed in 
Issue One), it had the player 
ridding the planet's surface of 
invading aliens. Though very 
derivative, it remained playable 
and reasonably addictive, but the 
passage of time elapsed since Ant 
Attack lowered its rating to 75%. 

The MicroPros* association 
with American Origin Systems, 
noted for their accurate attack- 
flight simulations and software 
personality boss, ace fighter pilot 
Wild Bill Steaiey, finally resulted in 
the Spectrum release of F-15 
Strike Eagte. Flight slms rarely iook 
their best on the Spectrum, but 
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this one contained as many thrills 
and spills as could be reasonably 
expected, and scored a very high 

84%. 

As for the rest - well July to 
probably better forgotten except 

for . . . 

Kitted Until Dead. So there we 
were, sitting at the back end of the 
schedule, putting the last of the 
reviews together, when suddenly 
Paul Sumner noted that he'd given 
it 93%. Roger Kean iooked at the 
other comments already in and let 
fly with a gasp! A Smash had crept 
up on usl US Gold's detective 
game was set firmly in favourite 
sleuthing land, a closed 



environment with only fellow 
amateur sleuths as the victims, 
murderers and hunters. At the 
Gargoyle Hotel all the world's 
greatest mystery writers had 
assembled for a reunion but one is 
a murderer and another the 
Intended victim. Your task was to 
solve the mystery before the event 
could actually take place. Killed 
Until Dead was an enjoyable and 
involving mixture of intrigue and 
action in a race against time, 
topped off by atmosphsnc 
graphics and compelling 
gameplay - it illuminated gloomy 
July. 



' AUGUST 
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NOT CONTENT with resting on 
their recently regained laurels, 
Hewson followed up July's 
Smash with yet another all- 
blasting shoot- "em-up called 
Exolon. The theme was hardly new 
- mercenary is hired to hd a world 
of numerous beasties and 
unfriendiy military installations 
using a powerful laser system and 
grenades for the more stubborn 
obstacles. But Exolort's main 
assets lay in Its very large, brightly 
coloured and highly detailed 
graphics and the smooth 
animation of its central character. 
And the gameplay was all you 
would expect from a lavishly 
presented piece of action 
software. The 125 screens also 
showed that there was more to 
Exoton than just pretty graphics. 

It has always seemed strange to 
me that no-one had picked up 
Rash Gordon to turn him from 
celluloid hero to a ptxellated one. 
but MAO. finally did it and 
obliged with the game. Sadly the 
result aped some of those features 
which are nostalgically regarded 
today with fondness in the films 
but which don't look so endearing 
in a compuler game - such as a 
poor plot and dreadful effects. 
Divided into three sub-games. 
Flash dashed through jungles, 
beat up cave dwellers and showed 
off his prowess as a motorbike 
rider. The graphics were quite 
dreadful, and as one reviewer 
remarked, Rash looked somewhat 
like a deep-sea diver. A 
disappointing game that held few 
surprises in store for the player. 

After many rumoured launches 
and subsequent delays, Ocean 
scored a Smash with the 128K 
version of a game based on James 
Cla veil's best-selling novel Tm- 
Pan. Central to the plot was trader 
Dirk Struan who wanted little out 
of life other than a vast fortune and 
to be boss of a trading empire - its 
Tai-Pan. Il was, not unsurprisingly, 
a trading game where you started 
with a £300,000 loan to be paid 
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LEAGUE CUP 

GARY LINEKER 
FOOTBALLER OF 
THE YEAR 

Enjoy the world of a 
Football League Player, 
suffering the pain and 
winning the glory, starting 
at the bottom and becomi 
legend... A Foofballerof 
the Year 



ARY LINEKER'S 
SUPERSTAR SOCCER 

The most original computer football game < 
all time... Available on: 



CAM 64/128 
t£9.99,d£l4.« 

Amstrad 
t£9.99,d£14.« 
Spectrum t £7.5 
Atari ST £19.y 
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back within three months. Trading 
games have a long and sometimes 
respectable Spectrum history, but 
they're usually let down by 
repetition. T&i-Pan v s action 
couldn't be described as high 
speed but the wealth of things to 
undertake, such as purchasing 
and crewing ships, nsk taking and 
avoiding the depredations of 
pirates on the high seas, made it 
one of the most enjoyable games 
of the month. 

Derek's adventure Smash for 
the month marked a return to form 
of Macmillans software arm 
Piranha. The Big Sleaze was 
written by Fergus McNeill and it 
was a different approach for the 
wnter renowned for his hilarious 
parodies of better known works 
such as The Lord Of The Rings 
\Bored Of The Rings). Cast as film 
noir private detective Sam 
SpNIade yoj had to solve various 
cases that fell into your tawdry 
office. As with Fergus' earlier hits 



it was the wtt and humour 
perforating the text that made 
Derek give The Big Sleaze 93%. 

Veteran 3-D Smashers 
Realtime Software released 
Starfox, their second game of the 
year, this time marketed by 
Ariolasoft offshoot Reaktor 
Piloting the mighty craft Starfox, 
the player had to save the universe 
yet again from marauding aliens. It 
had many of the good points that 
made Cede Name Mat and Elite 
such classics, and it deviated 
slightly from Realtime's shoot - 
ern-up format. Planets had to be 
located, mother ships docked 
with, enemies destroyed and 
numerous other tasks had to be 
carried out. A combination of 
niied-in graphics and vectors were 
used to represent the enemy 
ships. While both Mike and Robin 
thought it highly impressive, Ben 
was not so convinced. He labelled 
it unplayable' and brought the 
overall rating down to 77%. 
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US Gold's Road Runner, a 
conversion from the arcade game 
which was, In turn, based on the 
cartoon, failed to convince 
everyone. The game design 
wasn't entirely satisfactory - Road 
Runner hurtled along roads 
collecting seed chased by the 
infamous Wile E Coyote, while 
trucks, crevasses, boulders and 
exploding mines all barred his path 
to long life. Through a multiload 
system, US Gold tried to capture 
the cartoon's atmosphere with 
garish multicoloured graphics, bui 
this led to the dreaded attribute 
problem rearing its ugly head once 
again, and together with 
complaints about the awkward 
character control, led to an overall 
rating of 73%. 

The other big licence was 
Do mark's second attempt at a 
James Bond film, The Living 
Daylights, It was divided into 
several levels following the main 
action scenes from the film. In the 
game this took the form of several 
similar scrolling sectors where you 
killed baddies. The only thing that 
seemed to change were the sector 
backgrounds, giving an all round 
sense of disappointment. Poor on- 
screen presentation and slack 
gameplannino let down what was 
potentially a fine game. 

As a refreshing change from 
coin-op conversions and tie-ins,, 
Pete Cooke released his second 
hit of the year. Micronaut One 
represented two changes in 
direction for Pete, he had moved 
from CHL to Nexus, and after two 
Tau Ceti games, abandoned the 
formula to do a very fast wireframe 
3-0 tunnel game. At that, it might 
have been quite ordinary, but the 
underground network of tunnels 
were Infested by an insect form 
with three distinct biological 
stages to their lives which added 
interest to the game. And of course 
there was the by now accepted 
intricacies of Pete's front end with 
multiple options, plus a racing 
game to improve the player's 
steering abilities. Rated at 92%, it 
reaffirmed Pete Cooke's position 
as a top programmer, 

A pfty as much couldn't be said 
for most other programs reviewed 
in the Issue. Ariolasoft' s licensed 
Challenge Of The Gobots palled 
very quickly, Ocean's attractive 



looking Mutants turned out to be 
unaddictive, Reafctf had three 
disappoirtter sisters in Kilter Ring 
Deadringer and Mountia Mick's 
Deathride (such an obsession with 
death!), the much-heralded 
Leviathan from English Software 
flapped and then flopped, 
Championship Baseball made 
Activision Eook dull and even 
Martech slowed up with the 
interesting but sluggish Catch 23, 
At least Virgin Games stuck firmly 
wrth their collective tongue in 
cheek and amused us with (was it 
a licence?) Trans-Atlantic Balloon 
Challenge. The game couldn't 
possibly detract from adventurer- 
boss Richard Branson's brave 
exploit, because it was really too 
silly to be taken very seriously, and 
we couldn't resist giving it the very 
first (and probably last) CRASH 
Splash. 

IF CRASH had a Game Of The 
Month award it would 
undoubtedly have gone to 
Novagen's Mercenary. Almost 
two years In the making, 
Mercenary must be the longest- 
awaited conversion ever. And the 
Spectrum coding by David 
Aubrey-Jones resulted in 
Mercenary's fastest incarnation - 
a triumph for both programmer 
and machine. The player has 
crash-landed on the inhospitable 
planet Targ, and the essence of 
the game is to seek a craft to 
escape from Targ's gravitational 
well. It's to your benefit that war 
has raged on Targ between the 
Mt«:hHnoids and the Pafyars for 
years, because to gain enough 
credits to buy a super ship you can 
be a freelance fighter for either 
side, 

Novagen used vector graphics 
to represent structures above and 
below the planet's surface. And 
while the game featured 
exceptionally fast, smooth- 
moving graphics, it also mixed in 
puzzle-solving to give a sense of 
depth. The reviewers were united 
in their opinion of Mercenary, 
giving it an Overall rating of 96%. 

Virgin Games' s uneven record 
improved a touch with Rebel, 
another In the fong line of bird's- 
eye-view scrolling games that 
characterised 1987. The graphics 
were attractively detailed, but 
Rebel split reviewers over the 
value of its content - Paul thought 
it hard, Ben unoriginal. It got 76%. 
US Gold's attractive but strange- 
looking Survivor also split the 
reviewers, coming in at 70% 
Overall. 

On the budget side, there was 
little to recommend though quite a 
lot of it, few of the games achieving 
more than 45% (the same could 
be said of the full-price games, to 
be fair). Players made a fine 
exception with Joe Blade, but 
even that caused controversy: 
Mike and Paul loved the game 
(90%) while Mark thought It only 
above-average at 65% , After a few 
nasty scenes invotving a nerf ball 
and a Biro our exalted editor Roger 
Kean intervened with a cry of 
' enerf ' s enerf' jr ve been waiting to 
pull that joke for months) and an 
Overall rating of 84% was agreed. 
Playing the part of Joe Blade you I 
explored the evil Crax I 
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Bloodfinger's stronghold to 
rescue six wortd leaders, armed 
with disguises and a trusty 
machine gun. The cartoonesque 
but monochromatic graphics 
enhanced play, and it was agreed 
tii at Joe Blade had payability in 



second with Stiffiip&Co - but ft 
was, of course, a terrible error that 
apparently occurred in layout, and 
fortunately fooled no-one. for the 
game belonged to Palace. And a 
fine oddity rt was too, featuring 
Viscount Stifflip and some friends 



including Mike Woodroffe 
[Gremlins) and Teoman trmak 

(graphics for Touchstones Of 
Rhiannon), ft played much like 
other, pricier Adventuresoft 
releases and Derek rated it at 84%. 




abundance with enough thought 
required to keep the player 
returning to it time after time. 

Odin had developed an ultrafast 
horizontal-scrolling routine which 
at one point they hoped might be 
used by Thalamus for a Spectrum 
conversion of Stavros Fasoulas's 
Commodore 64 hit Delta. In the 
event nothing happened on that 
front, but shortly afterwards Fire- 
bird put out Odin's Sidewize. 
which did bear more than a pass 
ing resemblance to Delta. Other 
magazines rated it qu ite h ighiy , but 
jt found less favour with CRASH at 
only 50% because the attack 
waves were all the same and pre- 
dictable. And with Quicksiiva 
going down the tubes. Imagine 
sliding disappointingly out with 
Game Over and even Piranha fail- 
ing to impress much with Don 
Priestley's Flunky, ft was left to 
Ocean, Palace and Elite to score 
top arcade marks along with 
Novagen. 

Continuing the spate of beat/ 
nwim/kick-'em-up-type games, 
Ocean served up Renegade, 
much to the gratification of certain 
bloodthirsty reviewers. Here was 
one of trie very best street -fighting 
games of all, where you had to 
cross five landscapes to reach 
your lady love Lucy, the basic 
theme of each was to defeat mug- 
gers before they stretched you 
out The graphics were detailed, 
marred only by the odd attribute 
problem. And there was certainly 
plenty of action, though perhaps 
home-computer entertainment 
needs a little more variation than 
games in the arcades. 

In CRASH it looked like Nova- 
gen, not content with just one 
Smash in a month, had scored a 



in an attempt to scupper Count 
Chameleon s dastardly plans for 
that last bastion of British hope 
and glory, the beloved cricket call. 
By manipulating icons, you could 
control all four members of your 
team. Windowing techniques just 
like those in The Fourth Protocol 
showed the action, which prog- 
rammers Binary Design had 
helped create. The presentation 
was polished and garnished with 
humour: plenty of puzzles and a 
second game on the cassette's B- 
side contributed lo a great prod- 
uct. 

Elite's contribution was Batty. 
Through the year there d been a 
resurgence of the old Breakout- 
type games: we'd had Arkanofd 
from Imagine and Krakout from 
Gremlin Graphics, but Saffy was 
the main selling point of Elite s 6- 
Pak Vol. 2 rather than a solus 
game, and is best described as an 
improved version of Arkanoid. 
Elite pushed the Breakout theme 
about as far as it could go. with 
beautiful presentation and simple 
but compelling gameplay. Batty 
went to show that good ideas 
never fade, they just gat rewritten . 

Derek's Smash of the month 
was a budget game from The 
Power House. Custerds Quest a 
humorous adventure about the 
antics of Sir Coward de Custerd, 
may have been a cheapie but 
programmer Craig Davies 
sacrificed nothing and provided a 
first -rate game. Derek was also 
pleased wilh Masters Of The 
Universe from US Gold, who 
successfully made amends for 
earlier releasing the abominable 
arcade version of the same game, 
also based on the TV series. 
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THE month's most obvious 
feature was The CRASH Sampler 
precariously taped to the front 
cover, with demos such as the 
graphically breathtaking Driller 
from Incentive and GOI's Trantor 
- The Last Stormtrooper. 
Christmas and The PCWShow 
loomed large, so many software 
houses were holding back on their 
latest products. Nevertheless the 
October issue contained its fair 
share of fine games. 

Software Projects had been 
noticeably absent since Dragon's 
Lair It but Hysteria marked their 
return. Reminiscent of Ocean s 
Cobm, ft failed to live up to the high 
standards set by the hit game 
despite well-defined, colourful 
graphics and reasonably 
compulsive gameplay. We felt 
Hysteria offered little long-term 
challenge. Perhaps the appeal of 
the beat-up-the-baddles genre 
was waning . . . 

Ocean had two high-class 
games, Athena and Wizbaft, The 
industry watchwords were 
computer nasty' and sexism*. In 
September CRASH had reviewed 
Soft And Cuddly from The Power 
House, which unfortunately 
coincided with (he Hungerford 
massacre and thus became 
associated with psychopaths 
violence, while for Game Over 
Imagine had pushed women about 
as far forward on packaging as the 
marketing men dared decently go, 
and the portrayal of women in 
derisory passive roles was being 
watched closely. 



But Athena reversed the 
traditional stereotyped roles of 
men and women, with the 
Goddess Of Wisdom herself 
wielding destructive weapons in a 
bid to clear six levels of nasties. 
Unhindered by stiletto heels and 
running mascara, Athena could do 
anything the typical male hero 
could, 

For all that, in SNK's arcade 

Same Athena Is more Bambi than 
ambo, and on the Spectrum 
screen she was more cute than 
killer; Ocean also undid their 
sexual-equality programme by 
ponraying her on the packaging in 
male droolerama style. The 
gameplay closely resembled that 
of Ghosts W Goblins - Ben 
thought it unplayable but Ricky 
and Nick rated it an excellent 
conversion, 

Wizbafl, on the other hand, was 
a different cauldron of frogs, for 
once uniting ail the reviewers. For 
a start, its scenario was involving: 
Zark and his unpleasant horde had 
invaded Wlzworld and bleached 
the once-colourful land, so the 
local wizard set out at once to 
paint the town red and annihilate 
the colour-blind swarm. A big hH 
on the Commodore 64 from 
Sensible Software, it was 
translated faithfully to the 
Spectrum. The graphics were very 
good, with lots of attention paid to 
detail such as the magnificent 
Mount Rushmore. And even the 
odd colour clash didn't stop it 
being Smashed. 

The other two Smashes of the 
month were for the Firebird labels, 
one Gold and one Silver. I, Bali 
2 (Firebird Silver) was the follow- 
up to the equally Smashed /, Ball 
Unusually for a follow-up, /, Ball 2 
was not derivative of its 
predecessor. It was a neatly- 
presented game but the real crux 
was its instant play ability. 

Bobbie Bobble gave Rrebird 
their Golden Smash. Though 
retailing at a higher price, the 
pretty coin-op conversion wasn 1 1 
a complex game (just expensive in 
licence fees, no doubt). The 
conversion was competently 
carried out, and helpfully the coin- 
op graphics were already suitable 
for smaller home computers. 
Simple It may have been, but all 
the original's addictive qualities 
were retained. 

Plexar was good too. The 
M.A.D. game had distinct echoes 
of Gremlin's Traifblazer - you 
controlled a ball bouncing along 
treacherous crystal roads. The 
playing area featured highly 
detailed monochromatic graphics, 
and the lack of colour in the playing 
area was cleverly disguised by 
colourful backgrounds. Again, it 
was a very simple idea but proved 
frustrating in the right way - just 
enough to keep you coming back 
for more. 

As the year wore on, we were 
seeing more and more budget 
games, and they were better than 
ever before. Hewson, presumably 
reckoning that if you can't beai- 
r em-up, join up, launched their 
budget label Rack-It with 
Draughts Genius and Ocean 
Conqueror, and both performed 
reasonably well. Draughts Genius 
was a good implementation of the 
ancient game, but apart from 
offering a one- player- versus - 
computer option it didn't have , 



much advantage over an ordinary 
draughts set. Ocean Conqueror 
got 77% for being an accurate 
submarine warfare simulation with 
3-D periscope graphics and plenty 
lo do once you d got started. 

TV cartoon series continued to 
spawn Spectrum tie-ins with 
Gremlin Graphics 's release of 
MASK /(possibly the first game to 
add the numerical suffix - they 
were already working on MASKf^ 
Playing hero Matt Trakker you had 
to enter a time vortex and rescue 
your fellow MASK agents from the 
clutches of the VENOM 
organisation. It was a bird's-eye- 
view, mu It id irect tonally -scrolling 
shoot- 'em- up-cum -puzzle- 
solving game played across four 
different backdrops. Though small 
and monochromatic, the graphics 
were well-defined, and the 
gameplay was enjoyable enough, 
but the story fine bore little 
resemblance to the TV senes. 



NOVEMBER 



WE had 33 games to review - not 
so bad, perhaps a bit on the low 
side for the time of year P but what 
was disappointing was that few of 
them really grabbed the attention, 
only four getting over 75%, 

The one Smash went straight, 
and without argument, lo Elite far 
Thundercats - yet another tie-In 
with a TV cartoon series. But the 
accolade really went to Gargoyle 
Games, who wrote the game, 
firmly underlining their T987 status 
as developers rather than as a 
software house involved in 
marketing and distribution. 
ThundercatswiLS a frantically fast, 
horizontally scrolling slash- em- 
up that made you want to get on to 
the next screen Just to see what 
happened there -the prime qua! ity 
of addictiveness. And if Llon-0 
rather resembled Gargoyle's older 
Celtic hero Cuchulainn, who 
cared? It was nice to see him back 
again. 

Another TV cartoon tie-in 
flopped miserably for us, and that 
was Virgin Games s Action Force 
by the ubiquitous Gang Of Five 
Its neat concept was wrecked on 
the rocks of poor scrolling, unfair 
gameplay and mind-numbingly 
absent game. One suspected it 
had been rushed like mad into 
production without much 
piaytestmg. 

Just missing the top by a few 
per cent, Gremlin Graphics s 
rerun Jack The Nipper U in 
Coconut Capers proved again that 
the adage 'if you have a good 
formula then do It several times 
over' makes financial sense. The 
reviewers all agreed in their 
comments that this was a good 
sequel, with perhaps fewer 
puzzles to solve but more to see, 
Paul s only grudge was trTat the 
Nipper wasn't as naughty as 
before . . . strange, coming from 
an aspiring policeman. 

From mid- 1967 onward, Code 
Masters had been pushing tike 
m.a.d. to make themselves the top 
budget house, with massive 
coverage in both computer and 
general media (including several 
national papers), much of It 
concentrating on the two youthful 
whiz-kid owners, David Darling 
and Richard Darling. By 




With Freescape, you can see the stark 3-0 scenes of Driiier from any angle 



November there was a touch of 
hysteria in the publicity machine's 
hype for the company's products 
and the young celebrities, 
characterised in so many 
headlines and captions as 'The 
Darlings Of The Industry'. In fact 
they had produced some very 
good budget titles, but everyone 
happily overlooked the fact that 
they also produced some terrible 
ones. November was no 
exception; of the four games, 
Professional Ski Simulator scored 
79%, Dizzy received 78%, ATV 
Simulator scored 66% and White 
Hear got 17%, being described by 
Ben as "... the most simplistic, 
primitive and dull game I've had 
the misfortune to play 

Professional Ski Simulator was 
regarded as an admirable attempt 
at recreating a difficult sport. Nick 
gave it B7%, but Robin Candy, 
who had developed an expensive 
taste for the sport and regarded 
payment for his CRASH writing as 
a 'slush fund looking for hard 
snow', gave ft 71%. Dizzy, written 
by the Oliver Twins {made almost 
as adorable by the media as their 
bosses The Darlings), was a 
playable arcade adventure of 
sorts, but to a raucous bunch like 
the CRASH reviewers its cutesy 
appearance was something of a 
drawback. 

US Gold, as themselves and as 
their new label GO!, disappointed, 
especially with the latter' s Trantor 
- The Last Stormtrooper. Who 
could forget the graphics? They 
were tremendously exciting and it 
looked so atmospheric, but what 
happened to the game? Through 
its slick, glossy appearance 
Trantor received 66% from a 
grieving reviewing team. 

And Indiana Jones And The 
Temple Of Doom and gloom fared 
a little worse. Ironically, Spectrum- 
owners enjoyed the best version 
of all (apart from the Atari ST"sJ 
because the inevitable 
monochrome graphics lent clarity 
to an otherwise muddled and 
confusing series of screens. 
Gameplay was poor too: three 
screens wasn't enough and they 
were too easy in one sense, being 
made hard only by frustrating 
factors such as pop- up thugs that 
killed you on the edge of the 



screen. 

Electric Dream also came a 
cropper with what should have 
been a great game. Supensprint, 
converted from the Atari coin-op. 
A few values earned over from the 
original earned it 58%, but the 
Spectrum implementation added 
nothing, 

Even Derek, despite a dreadful 
dose of 3-0 red-and-greenness he 
picked up on holiday, only 
managed a minor fit of enthusiasm 
with two adventures, one of which 
was a GAC-ed Incentive release, 
Karyssia Queen Of Diamonds', the 
other, a budget double bill from 
Tartan consisting of The 
Prospector and The Crown Of 
Ramhotep. was Qu/Med. 

All in all, apart from some bright 
spots later in the month, it was a 
gloomy few weeks for software 
that left the Spectrum addicts 
feeling a bit like Indy - plunged in 
that temple of doom. 

FOR THE LAST month of the year, 
things picked up to give us two 
Smashes of great merit. First and 
foremost, 18 months of hard work 
paid off for Incentive's new solid 
3-D technique Freescape, and 
Oriffer - the first game to use the 
routines - proved to be among the 
all-time top-rated Smashes with 
97%. 

Flight simulations have always 
been a difficult area, and CRASH 
often accused of not understand- 
ing them enough to be able to 
review them sensibly. It's an 
unworthy accusation, though it s 
true they tend to have a limited 
appeal: not so Gunship, which 
received 92% and so earned 
MtcroProse a Smash as one of 
the best-ever helicopter simula- 
tions. 

And there were five other highly- 
rated and entertaining games. 
US Gold skated back on boards 
with the novel 720\ Digital Integ- 
ration gave us the very dangerous 
ice-sport simulation Bobsleigh, 
thrilling high-speed 3-D. Hewson 
showed with the unique rotating 
game Nebulus thai the sudden 
loss to Telecomsoft of their long- 



term program-developers 
Graftgold (a team which includes 
Steve Turner and Andrew Brayb- 
rook) couldn't deter them, and 
Mastertronic finally provided 
U.CM on the M.A.D. label. 

Wrapping up last year's Look- 
back, I noted that at the very last 
Code Masters entered the 
budget arena with a pile of titles, 
which received a warm recep- 
tion . . . '. And despite the occa- 
sional bug-ndden cheapie, it cer- 
tainly has been the year when 
budget titles came of age, though 
often enough along the lines of 
'might is right, or never mind the 
quality fill the length of shelf 

The fear of full-price software 
houses such as Ocean - that a 
danger of budget games is their 
price relative to the shelf space 
they occupy - is still real. 

One shelf-foot of full-price 
Ocean games earns the shop- 
keeper some five times what the 
same foot of budget games would. 
But if a shopkeeper has a few feet 
of budget games in there with his 
full-pricers, that drags down what 
he sees as the par-foot profitability 
of his whole computer-games 
section. Will he (or his counterpart, 
the executive at a high-street 
chain) decide it no longer makes 
economic sense to sell computer 
games AT ALL? 

And then I still contend that the 
lack of advertisements from 
budget houses {which they simply 
can't afford out of the low profit 
they make on each game} does far 
more damage than merely den ling 
magazines' revenues - it actually 
creates a lower level of awareness 
about computer games, and with 
a lower thrill factor, fewer people 
are Interested and the whole mar- 
ket becomes depressed. 

On the other hand, the growing 
strength of the 16-bit market is 
forcing 8-brt software to grow up 
as well, and one thing you can say 
of 1 987 - some three years after it 
was firmly declared that the hum- 
ble Spectrum had gone as far as it 
could - is that the barners of whal 
is possible have been pushed out- 
ward yet again, in many different 
ways but always to our benefit as 
games-players. 

Already, I can see 1988 will be 
another interesting year . . . 
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READERS' AWARDS 



I 



NAME 

ADDRESS 



■ , POSTCODE 

IF I WIN £20 WORTH OF SOFTWARE I'D LIKE; 



I AND THIS T SHIRT: .„ 

I Send this form to; CRASH READERS* AWARDS, 
I CRASH, PO Bom 10, Ludlow, Shropshire SYS iDBto 

• arrive by January 23 



OF '87 



BEST GAME 

BEST PLATFORM GAME 



BES T SHOO 'EM- UP 



BEST ARCADE ADVEN TURE 



BEST SIMULA TION (excluding sports) 



BEST SPORTS GAME 



BEST ADVENTURE 



BEST STRA TEGY GAME 



MOST IMAGINATIVE GAME 



BEST GRAPHICS 



BEST MUSIC 



BEST SOFTWARE HOUSE 



BEST UTILITY 



BEST PERIPHERAL 



BEST PBM GAME 



MOST EFFECTIVE GAME ADVERTISEMENT 



BEST GAME PACKAGING (box, instructions etc) 



BEST GAME INLAY ART 



WORST GAME 



MOST OVERHYPED GAME 



EASIEST GAME 



MOST CHALLENGING GAME 



MOSTACCURA TE CRASH REVIEW 



LEAST ACCURATE CRASH REVIEW 



Each year, the CfiASH Readers' Award* are your chance to look 
back at the best, the brightest and some of the others - and p throng h 
your votes, tell the software Industry what you think, 

The results of this year's CRASH Readers 1 Awards will be 
published in Issue 50, so please get your entry in by January 23 - 
we'll need time to process the thousands of votes expected! 

As last year, there II be E20 worth of software and a CRASH T-shirt 
{chosen from those advertised on page 166 of this issuej for the first 
ten forms picked out of an old school prize cup on January 23. 

Vote In as many categories as you can, and in the categories 
where you vote for a particular game, please remember that the 
game must have been reviewed in CRASH in Issues 36-46 Inclusive 
to qualify. (The review date can be checked in the CRASH Directory 
which starts on page 36.) 
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CALL IT A SEQUEL... 

AND YOU'LL LAND UP FLAT ON YOUR BACK 






#1 



Commodore Screens 



1* *T ' 




They called International Karate the best beat-em-up so far. And who are we to arque*? 
But Archer Maclean has come up with a stunner: A Third Fighter 
Amazing animated background. New moves, Re-mixed music 

And Balls! 

Commodore 6*128 Cassette (£9.99) and Disk (£12.99) Commg soar for Spectrum and Amstrad home computers 

Mai Order: Act,v, 5 ,on ( UK) Ltd. Urals 3 & 4 Uoyds Close Finedon Road Industrial Eslate. Wellingborough. Northampton NNfl 4FR Teh (0933) 76764 

Access. Visa and American Express Cards welcome ' ' 




SLAINE 



Producer: Martech 
Retail price: £8.99 
Author: Creative Reality 

Siaine, the psychopathic nice 
guy, is out with his faithful 
friend Ukko lo lop a few 
I heads from evil bodies irr this 
ticence based on the character 
from the comic 2000 AD. But the 
! first striking feature of Staine isn't 
the violent, pseudoancient saga - 
it's the control system REFLEX, 
developed by Creative Reality 
over six months and first used 
here. 



1 DAVE I 



"TO the non playing 
observer, Siaine looks dull; 
but the thoroughly mindless 
fighting is enjoyable to play! 
The graphics, are good, 
albeit unimportant, and 
though the scrolling of the 
instructions is annoying at 
first at least it keeps you on 
your toes. " 

73% 



The rough p n* tough boy's 
actions, which are reported by 
onscreen text rather than shown in 
graphics, are determined by 
choosing from options in a "mind 
frame' on the left side of the 
screen. Within this window a 
freely- moving severed hand is 
used as a selection cursor, 
selecting an action from Slaine s 
thoughts as they scroll across. 

Martech hopes this REFLEX 
system, conceived after 
dissatisfaction with the 
aimosphere of the company's 
Nemesis The Warlock 2000AD 
licence (61% in Issue 40), has 
produced an interactive story thai 
really captures the spirit of the 
comic character as Siaine and his 
companion move through their 
monstrous world. 



J MIKE L 



" Siaine la probably the best 
adventure I've played. 
Detailed graphics and the 
REFLEX system keep It more 
interesting than the usual 
type-it-in style of text 
adventure, " 

73% 



When they enter a new area, 
Siaine can look around, examining 
his fresh surroundings as a short 
description of the environment is 
given onscreen, {Before moving to 
some locations, though, Siaine 
has to perform specific actions,) 

As they progress through the 



* y^u screan a 
as you pLonse 




Can a light be a fight without blood on the screen? 




hand combat begins, options flow 
thick and fast through the mind 
screen - so very quick responses 
are necessary in this adventure. If 
you can get the cursor there 
accurately and in time, Siaine can 
throw a punch or aim a kick, and - 
if he carries one - swing an axe or 
throw it to cause horrific damage. 
(This, however, leaves Siaine 
unarmed and he must call Ukko to 
retrieve the weapon.) But white 
you waste time dithering and 
choosing, Siaine just keeps 
getting hit. 

What Siaine can do is ultimately 
determined by his warp rating, a 
measure of his strength and 
power. In combat this can be 
reduced if opponents are too 
strong, but a successful fight, a 
period of rest, or the eating of food 
can push Slaine's rating to higher 
levels. 

But if the warp rating reaches its 
maximum, the barbarian goes 
berserk, slaughtering all enemies 
that he encounters. 

In a more cerebral vein f the 
muscular menace can manipulate 
objects that he finds on his travels, 
picking them up, dropping them, 
putting one inside the other, or 
using one upon another {inserting 
a key into a chest, for instance}. 

For all that, nothing but quick 
wits will get Siaine through his day 
intact. 



land of Lyonesse (the country of 
Arthurian myth, supposedly 
submerged off Cornwall), the pair 
encounter evil In its purest form - 
the Drune Lords (ttjm pouicr* art dark, 
rtifir feurti art rdb. n> bii ii ti\ut%, the 
inlay tells us). 
And when the fierce hand-to- 



I* Siaine' s thoughts scroJ I through the ' mind frame 1 (left of screen) - and when 
the fight hots up r you'll have to quickly make a choice 

?*Td FCil SfldU 

$ >K?y§ es can ^ 

I aBDur do the 
r Dursi irrs of , 



Dry 

sraros B>^ 



JJ WrflT Oil I. 

Wi CC f MATT 




JbenL 



" Siaine is the beat 20OOAD licence yet, but I am (again) 
unimpressed, Why oh why did Martech use REFLEX for such a 
bri lliant subject? Perhaps the programmers thought Siaine would 
appeal tg more people in a kind of limbo between adventure and 
arcade - but the control system falls between two stools. It 
makes a simple task, like going north or picking up an object, 
difficult and overcomplicated, and it would be more satisfying 
{and far quicker) to either type in an instruction or press a key. 

So Siaine hasn't got the sophisticated command vocabulary of 
a good adventure; and ft doesn't work as an arcade game either, 
because the fight sequences are boring and unimaginative 
without onscreen action. You're left with a flat, unatmospheric 
reflex test 

There are good things in Siaine too - the illustrative graphics 
are brilliant, and If you can ignore the input system you'll have 
fun. But it should have been so much better . . * * 

63% 



, IgommentsI 



Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: distinctive icons 
and attractive side panels 
create a strong atmosphere 
Sound: spot effects 
Options: definable keys 
General rating: an enjoyable 
cross between adventure and 
reality 



Presentation 




Graphics 


71% 


Payability 


67% 


Addictive qualities 


67% 


OVERALL 


70% 
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'COMMODORE USERS" 

Review October Issue 
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"YOUR SINCLAIR" 

Review November issue 



"Don't take our word for it, take the word 
of the reviewers who like strategy games". 
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Wits gomeoiso avaiiaoie uy mall orcte<or t& 95 per cassette. Send your cheque/ 
RO mode ool loD & H Games plus 0 Jorge SAE.wilh 2$p sfamp attached Pleose 
wriie your name and address on reverse side of cheque (72 hours delivery) 
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19, Melne Road, Stevenage, 
HeiisSG2 8U 

W (0438) 728042 



NIHILIST 



1 



Producer: Electric Dreams 
Retail price: E9.95 
Author: Sham id Ahmed 

^r^n a floating space platform 
■ ■dwells a race of droids. 

You are one of the low-life 
machines, ambitious to elevate 
your mechanical carcass to the 
nigh caste of the Omega Droids. 
Four of these almost Invirtctble 
creatures already exist - but if you 
can become the fifth you can 
destroy them, [Why? Because 
you're nothing but a nihilist at 
hearty 

To become an Omega Droid you 
must destabilise seven ionisers by 
sucking them dry of their energy 
and using it for your own reserves, 
You can find clues (mostly 
suggesting you destroy everything 
m sight) in information terminals, 
and use teleports to transport 
yourself through the platform s 
superstructure and its system of 
air locks. 

Movement in soma areas is 
restricted by force fields, though 
these can be disabled with the 
right pass 

Fellow droids slide across the 
platform, and in this extraordinarily 
destructive scenario you either 
ram them or are rammed. There is 
a subtler, hands-off approach to 
weakening and destroying other 
droids: gather weapons from the 
several arsenals. 

Once you're through a force 
field, you can acquire better 
weapon systems, vital to 
progress. Points are awarded for 
moving into new areas via a force 
field and for blasting out other 
droids, 

Once all the platform's seven 
ionisers have been destabilised by 
your eponymous anarchist, you 
can enter the Meson Interruplor 
and destroy everything in sight - 
and that Includes those four 
Omega Droids. 



CRITICISM 



• " At first I was quite happy with 
Nihilist-, H s very like the 



* Nihilist nothing to it 



Commodore 64 Paradroid, which 
can only be a credit. And it's really 
easy to get started in - but that 
affects the addictivity, And indeed 
there's not much content to keep 
you going, despite the attractive 
presentation and graphics (which 
are a bit bright tor extended 
periods of play). " 
MKE 49% 

• " Nihilist is uncannily similar 
to the old Commodore 64 hit 
Paradroid. But though it's 
playable, it fails to create any 
atmosphere to capture the 
player's imagination. Paradroid 
was a complex, highly addictive 
arcade adventure; Nihilist Is a 
poor Imitation. The 
monochromatic graphics have 
little detail, the scrolling is jerky 
and this bland, unattractive 
game is almost immediate ry 
forgettable. ,r 

47% 



• " I suppose someone had to 
have a go at Paradroid on the 
Spectrum eventuaity. The idea of 
Nfhilist is very $impte r but it's 
spotted by an awkward contro! 
method and eye-straining pixel- 
packed graphics. True, the 
smooth scrolfing is quite an 
achievement considering the 
amount of memory being moved 
around. But scrolling and 
automatic doors and extra 
weapons don't make a game; 
there s very little content to keep 
anyone interested for more than 
ftve minutes. H 

«m 50% 



COMMENTS 



Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: monochromatic; a bit 
too bright for comfort; but the 
scrolfing is smooth {two reviewers 
felt!) 

Sound: the odd whine and beep 
General rating: unimpressive use 
of an old concept - an ambitious 
low-caste relative of the 
Commodore 64 Paradroid 



Presentation 69% 

Graphics 66% 

Playabilrty 54% 

Addictive qualities 42% 

OVERALL 49% 



NONE 




rw 
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STAR WARS 





Producer: Domark 
Retail price: £9.95 

Authors: Vektor Grafix, from an Atari coin-op 



Is the Force with you? It had 
better be rf you're going to 
_ survive the waves of Empire tie- 
fighters and their deadly missiles, 
and than take a plug at the massive 
Deathstar. And, as in the 
megablockbuster Star Wars 
movie of 1 977, the Deathstar must 
be destroyed if your rebel! planet is 
not to be torn asunder. 

You fly a small X-wing fighter. A 
force field surrounds it, giving 
protection against nine impacts 
from fireballs, and later collisions 
with laser towers and trench 
catwalks on the Deaths tar's 
surface. But each strike reduces 
its shield strength. 

An onboard laser, aimed with 
the cursor, is your own defence, 
and can take out enemy fighters, 
laser towers, bunkers, trench 
turrets and approaching fireballs, 
amassing points through 



destruction. 

If you can deal with all the dark 
Empire's fighters and their 
missiles, you have to aim for the 
the Deathstar rtsetf. There your X- 
wing must be steered between a 



J mike L 



" The Spectrum Star Wars 
Isn't quite as good as the 
coin -op - or T come to that, 
some at the other Star Wars- 
like games such as 
Realtime's three-year-old 
Smash Starstnke. But it's not 
to be missed; the graphics 
are fast, though the lack of 
sound Is a real lose, and the 
gameplay is excel lent The 
unfortunate thing is that it's 
too similar to Starstrlke. " 



JbymL 



► Taking out an Empire tie-fighter 



■ So many pseudoStar Wars games are out now that the market 
must be close to saturation. Do mark's official Star Wars 
conversion is an excellent copy of the arcade game and makes 
one or two graphical improvements on Starsthke - but if you've 
got the latter and not much cash, Slar Wars may seem too similar 
to be worth buying. " 

§2% 



series of vertical Jaser towers, 
while countering yet more 
fireballs. 

And you're stilt not home and 
dry and Mark HamilL Yet more 
fireballs fill your forward view, and 
again these must be promptly 
blasted; shield-ripping barriers 
can completely destroy your craft. 
Survive these terrors and you can 
unleash a photon torpedo into the 
Deathstar 's exhaust port (how 
predictable that rts one vulnerable 
spot is difficult to get at). If you 
miss, you can circumnavigate the 
Deathstar to fire a second shot. 

Complete this mission, and 
there's another, harder game - 
just like the film, if it's worth seeing 
once it s worth seeing 64 times. 
And Domark already has licences 



for Atari's com-ops of The Empire 
Strikes Back and Return Of The 
Jedh the two cinema sequels lo 
Star Wars- Spectrum versions are 
promised for 1965, 




J ROBIN L 



" Many a happy hour has 
been spam Wasting away 
with the old arcade favourite 
when I should have been 
doing something mora 
constructive. And Oomarfc 
has reproduced the arcade 
game fairly faithfully for the 
Spectrum, right down to the 
character set But the jerky 
graphics spoil rt. and the in- 
game silence detracts from 
the atmosphere as well. 
True, It's very playable, but 
the cursor Isnt serf-centring 
- a major irritation - and 
there have been many shoot - 
'em-ups with more appeal 
and batter presentation. 
Sadly, Domark's version of 
the once-great game offers 
too ItttJa too late. " 

69% 



COMMENTS , 



Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: simple and effective 

vector graphics 

Sound: famous Star Wars tune 

at beginning, but NO in-game 

sound 

Options; definable keys, easy/ 
medium/hard levels 
General rating: a long- 
awaited official conversion 
that's very playable but 
improves little on Starstriks 
and others of the genre; still, 
two reviewers Smashed it 



Presentation 82% 

Graphics 84% 

Payability 85% 

Addictive qualities 79% 

OVERALL 84% 
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JACKAL 

r 





Producer: Konami 
Retail price; £7.95 

Authors: David Whftehouse, Stephen Lockley and 
Adrian Carle ss, from a Konami coin-op 



Those bounders have broken 
into our camp and caught us 
with our trousers down. Not 
only that, but they've also nabbed 
quite a few of our soldiers and are 
now holding them in a prisoner-of- 
war camp. Our boys must be 
rescued and Bob. Grey, Quint and 
Decker are Just the chaps for the 
job. 

The four set off for enemy 
territory in a tank. At first, they 
encounter only soldiers, whom 
they can take out with their own 
machine guns or by running them 
over, But the soldiers can shoot 
back too . . . 

Soon your four good guys meet 
up with mightier opposition. Large 
gun emplacements work in 
unison, making it increasingly 
difficult to avoir! fire from one gun 
without being hit by a second. 
Even this artillery can be taken out 
by the tank's weaponry, but only If 
you're prepared to take a chance 
-your range is limited. 

On arriving at the enemy camp, 
the courageous quartet can blast 



their way through the outer gates 
and proceed to search for the 
prisoners, who are held in huts. 

Other huts contain extra 
ammunition and weaponry, so the 
rescue team can build up a very 
vicious arsenal. But even with 
more and nastier weapons, it's a 
tough job - if you lose a life all the 
freed prisoners are imprisoned 
again. 

After blasting down the waifs of 
the prison huts and liberating the 
captured men, take them to 
helicopter pick-up points where 
they can escape. 

And if you can manage the 
impossible, the feartess four can 
go on to attack the enemy 
headquarters. It s certainly a 
man's life in the army. 



CRITICISM 



• ,l Every time a plan-view game 
appears, I live in hope. But once 
again it's a disappointment - the 



► Jackal: hWe 



frantic jlggerings of Jackafs 
graphics really spoil it, the 
alternation of plan and side views 
of the tank is unrealistic, and the 
game itself is abysmal. The short 
range of your missiles means 
there's a very high risk of being 
shot in close encounters, so the 
game ends up brief and not very 
playable. 11 

■™ 61% 

• 11 This could have been quite a 
smart Commando-type game, 
but presents no real challenge 
arid requires no skill, it's just 
driving around a desert of 
disappointing graphics, and the 
only plus point is that it's fast- 
moving " 

WVE m% 

• " What a disappointment - the 
scrolling is jerky, the graphics are 
dismal and colour dashes all the 
time. Now and again you get a 



smile from Jackal because of the 
ways you can die - for instance, if 
you run Into a little stick man with 
your tank you blow up! But there s 
no ptayabitity here. " 
NICK 20% 



COMMENTS 



Joysticks: Kempston, Sinclair 
Graphics: simple, bad attribute 
problems 

Sound: annoying tune and spot 
effects 

Options: definable keys 
General rating: a bonng and bad- 
looking arcade conversion 



Presentation 38% 

Graphics 42% 

Payability 36% 

Addictive qualities 43% 

OVERALL 47% 



PHANTOM CLUB 



Producer: Ocean 
Retail price; £7.95 
Author: Dusko Dimitrijevic 

Evil has swamped the 
Phantom Club, and all the 
members bar one have 
succumbed to the dreadful 



overlord Zarg. Plutus is the sole 
member of this exclusive group 
who is still a good boy - and to 
defeat the repulsive Zarg, Plutus 
must work his way up through the 
ranks of the Phantom Club, 
exploring the club's huge 
headquarters to build up his 
power. 



NiCK 



" Phantom Club Is J ust like M Q.V.I, E, That was the first full-price 
game I ever bought, but because I couldn't get very far it soon 
lost its appeal. And the same goes for Phantom Club. The 3-D 
graphics are confusing because so much detail has been 
era mmed in, ami the colour is a bit loo bright. The nasties ju st get 
In the way without doing anything much apart from making a 
sword at the bottom of the screen (representing Plutus s 
strength) a bit shorter. Phantom Club Is presented well, but holds 
nothing new or exciting. " 




JbymL 



" Games Ilka this have been 
coming off the production 
lines for three years, ever 
since Knight Lore. I'm bored 
with them. In Phantom Club 
just the choice of colours is 
enough to turn your 
stomach, and as for Plutus, 
the poor bloke can't do more 
than one thing at a time {even 
walking and turning comers 
simultaneously seems to be 
too much for htm). The 
difficulties of 
manoeuvrability, combined 
with the endless chambers, 
make Phantom Club an 
infuriating and lengthy game, 

62% 



But as Plutus roams through the 
550-odd rooms, his former friends 
will use their powers to be as 
mischievous as possible Some 
have taken the forms of monks, 
others are man spiders, and Plutus 
may need to spend several shots 
on them. 

And the members of the 
Phantom Club are not the only 
hazards: some inanimate objects 
also drain our champion's energy, 
and to avoid them Plutus must use 
his athletic ability to the full. 

A psychic bolt from Plutus's 
forehead will devastate anyone or 
anything that gets in his way. But it 
too uses energy. 



Some rooms contain screens 
which tell you how to escape and 
get to the next level. Most of these 
require Plutus (o shoot a particular 
object or character, such as Psr- 
Man, who has the power to block 
room exits. Psi-Man's power can 
only be overcome by destroying 
his astral projection, which takes 
the form of a bird. 

Useful features can be acquired 
by touching the floating sphere (an 
extra life), the floating diamond 
{extra speed) and the spinning 
sphere (a large bonus score). 

Yugoslavian programmer 
Dusko Dimitrijevic first came to 
fame with imagines M.O.VJE 
(93% Overall in Issue 26) , an 
arcade adventure set in New 
York's gangster world and 
presented in a similar 3-D style to 
Phantom Club. 



/ comments!^ 

Joysticks: Cursor. Kempston, 
Sinclair 

Graphics: monochromatic 
forced -perspective 3-D 
Sound: spot effects 
General rating: a 
disappointing 3-D cliche from 
the great programmer of 



Presentation 60% 

Graphics 63% 

Playabillty 53% 

Add ictive qualities 51 % 

OVERALL 55% 



RENTAKILL RITA 



Producer: Mastertronic 
Retail price: £1.99 
Author: Robin Thorn pson 

Ravishing Rentakill Rita is 
faced with the most difficult 
task of her cleaning career 
- to rid the ancestral pile Little 
Ditching of all its bugs and 
beastles. 

Bul this mega Mrs Mopp will 
have to do more than swat a few 
maects with a rolled -up 
newspaper and flush them down 



JbymL 



" At last a 3-D maze game 
with decent controls: none of 
this rotation stuff! A shame, 
then, that it is 1st down by a 
few problems. Killing the 
nasties is a precarious 
business which damages the 
play ability considerably, and 
some screens are vicious to 
the eyes. Besides, this 
multitude of 3-D arcade 
games is really getting on my 
nerves . . . *' 

77% 



ihe loo. The gigantic spiders and 
flies of Little Ditching call tor 
different methods. 

Rita can splat them with the 
crushing weight of a Rita lookalike, 
suspended from the ceiling - if she 
can sofrvethe problems In bringing 
it downward with flattening force- 
Alternatively, Rita can spray the 
spiders and flies with a deadly gas. 
but first she has to find the spray 
can. 

Another problem is that the 
house isn't exactly a one up/ 
one down Barrett starter home. 
One room leads to another, and 
many contain not a three-piece 
suite in a subtle purple Dralon, but 
hideous traps that can easily end 




fc» Rentekiif Rita-, good clean fun 



the courageous cleaning lady's 
life: spikes spear her, electrified 
floors fry her, trundling balls mow 
her down and robots rub her out. 

To get through these ruinous 
rooms Rita must work out 
ingenious methods, walking, 
jumping and using levitating and 



J PAUL L 



" Strange name, but nothing much strange about the game. It's 
Attack Of The Killer Tomatoes without all the fun and excitement; 
and though the problems and graphics are very simitar to Head 
Over Heels the 3-D presentation of Rentakiil Rita is much harder to 
acclimatise to. Still, though the halo around Rita's body is 
annoying at first, the pixel-packed background makes this game 
look nearly as real as the genre ever will. The budget market is 
Ideal for this kind of games - alt the Ideas have been used and 
nobody's expecting anything original. " 



floating blocks. 

Cans of food can also be 
collected by Rita to get her 
through the day - housework is a 
full-time job. 

_ COMMENTS L 



Joysticks: Cursor. Kempston, 
Sinclair 

Graphics: monochromatic, 
the usual isometric 3-D 
Options: definable keys 
Genera* rating: a derivative 3- 
0 game good for a few plays 



Presentation 
Graphics 
Payability 
Addictive qualities 
OVERALL 



Producer: Rack- It 
Retail price: £2.99 

Authors: Dominic Robin son, M ichae I Senti ne 1 1 a 



j 



■ n Dominic Robinson's latest 

■ game, for Hewson's recently- 

■ launched budget label Rack-It, 
the CRASH -Smashing star 
programmer responsible for 
putting Uridivm and Zynaps on the 
Spectrum sets the player a shoot- 
'em-up puzzle with a standard 
space scenario. 

The pianet Sentinel A has been 
overrun by rebels who must be 
suppressed. The only way to do it 
is by entering the rebels' security 
complex and destroying their 
weapons. So you dnve an 
Interceptor unit equipped with 
cannon through the complex 
(shown in bird's-eye-view, 
changing screens horizontally), 
moving along the passageways 
created by structural blocks and 



J ROBIN i 



'* Anarchy reminds rne 
slightly of the Boulderdash 
genre,, but in fact it's a novel 
variation on Ihe well-worn 
shoot- 'em- up theme. 
Despite very average 
graphics it's an enjoyable 
game, with a simple but 
addictive Idea playable from 
the word go! PT 

70% 



cuboid weapon-containers. 

The containers can easily be 
blasted - but if you get too close to 
them with the Interceptor it won't 



JbymL 



" Anarchy is an interesting shoot-'em-up wtth a touch of strategy. 
The graphics are simple but smooth and effective, despite some 
blockiness - and the gameplay is fun, with fast shooting action, 
spoiled only by having to start each life at the beginning of a level 
replenished with baddies. The replay mode shows programming 
initiative, though it's not much practical use t and Anarchy la a 
great buy. " 



> Anarchy tough to keep control 




destroy them. And there's a time 
limit of two minutes for each of the 
16 levels. 

Deadly rebel security droids 
patrol each of the complex floors. 
At first they may be slow, but as 
more of the weapon -containers 
are destroyed and you reach 
higher levels, they become more 
aggressive and less predictable, 
The Interceptor's cannon can 
immobilise them, but the effect is 
only temporary. When 
immobilised the guards can be 
pushed around by your 
Interceptor's fire power, allowing 
you to clear narrow' passageways 
that they block. 

And every fifth building of the 



J MIKE L 



'* There's I ots of fun to be had 
from this cute little puzzle 
game - the graphics are neat 
and well-coloured, and it's 
incredibly addictive. " 

mm 



complex houses nuclear 
weapons; because of their 
importance, these levels are 
guarded by special security droids 
which remorselessly follow 
intruders. 



_J COMMENTS L 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: clear and colourful 
Sound: good spot effects 
Options: definable keys; two- 
player option i computer can 
replay the game for you to 
watch 

General rating; a 

straightforward, addictive 
puzzle shoot-' em- up -as good 
as Its Dominic Robinson 
pedigree 




Presentation 
Graphics 
Payability 
Addictive qualities 
OVERALL 
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ASHES TO 
ASHES, DUST 
TO... 
SPECCY? 

Franca Frey's First Law Of The 
impermeability Of Materials states 
thai a specialty-designed double- 
seamed dust cover with when 
placed over a Spectrum, inhibit its 
tendency toward du$t equilibrium 
with its environment, in other 
words, these fobs keep your 
computer dean, right? 

The CRASH Spectrum dust 
covers, which are by a curious 
coincidence emblazoned with the 
name CRASH, have been made to 
four different sets of 
measurements, to precisely fit tour 
different kinds of Spectrums; the 
early rubber-keyed model, the 
Spectrum i . the Spectrum T2fl 
and the Spectrum ±2. 

And seriously, now, remember 
this small investment COULD sa ve 
you big repair bills , . . 

C3.00-C4.00 



CRASH HISTORY BINDERS 



t-im-J Matt&am'i four^pari ( MAS if 
Huiory, ivhuh continue} in tkit m«r, 
tout add m to 96 ftages is CRASH 
i oven and 48 pajn j of Ux s A if* . iai 

id k&p Ou < RA.sti History 
pcmuttwttfy tog* ther, 

I hi hmdtt j< desmttd to aht> 
aitmutJah- tlu ■ '>>!/','' i' r ( RASH 
mdexa to mmm* im and feature 
:WjrJj mQ bt publisJmi m tie 
Chfismua $t#< us! 

And mrh hinder tnl! amt u-uli 



refmttu of nil fjoyd Mtmgtutn'K 
t ft l m lookback • ** hJm^ 19$7, 
ha mtSf that's in tft* ChminuK Spedtit 
txnytixiy and toma tpetiai am It \ tmd 

uu in:\i{ malt tut! »u i!(, in^iy ,>f tin 
Spectrum W ith the i.RASH thsdtn 
it Will form ,t swiifsie t RASH I /. Oj 

over f20 potgft. 

You can nrder thr binder new, but 
phm tut prepaid to ttfou longer than 
titf ustttil IX davs! 

MM 



ARE YOU 
IN A BIND? 

If not, ypu could be - just wait till 
your CRASHes start running away! 
Now you can keep them bound up 
W a friendly but firm blue binder 
embossed with the CRASH crest 
Each binder holds 12 CRASHes, 
and comes complete with a little 
rub-on thingummywot&it which 
you, urn, rub on and then the 
binder says '1967' on the spine, 
do you follow? You have to be 
there, really. 

We could go on about the 
handsome tooling, the embossed 
t/tiv page and the rare art prints 
which wilt make this a collector's 
edition, but iVd all be fibbing. The 
CRASH binder is, however very 
useful for making shelves collapse 
when overloaded with 164-page 
editions of the magazine! 

£4,30 



ARMLESS FUN 
WITH THE 
CRASH 
T-SHIRTS 

FOUR styles! Three of them 
feature Oti Frey's most famous 
CRASH paintings in full colour and 
one T-shirt depicts a monster from 
your worst nightmares - King 
Grub, Wear it if you can stand the 
slime. 



The three covers are: Head Over 
Heels 's Evil Emperor (Issue 39}, a 
monster from Oil's interpretation 
of the Level 9 adventure Red Moon 
(Issue 20), and the CRASH surfer - 
the ultimate Spectrum sports 
simulator, still wet from the waves 
of issue Wt 

The T-shirts are 50% cotton and 
50% polyester, so everyone's 
happy, and they're all available in 
two dramatically different sizes: 
medium (M on the form) and 
Grubbish, ie extra extra large 
(XXL). 




These T-shirts are —m 
ONLY available from CRASH' 
and you won't find the distinctive 
artwork on T-shirts any where else. 
£5.G0 •«ch 



ITEM 



T-SHIRTS 

. £5.50 each 



RED MOON . 


M 


X¥l 


EVIL EMPEROA 


....... m 

XXL 


SURFER 


M 


— ™ _ XXL 


KING CHUB 


to 


- XXL 



CAPS 

. £3.95 eacJi 



BINDERS 

. £4.50 each 



SPECTRUM DUST COVERS 

RUBBEfl-KLYED SPECTRUM 

tt.OQeacti 



SPtCTfllJM | 

... £3.25 each 



QUANTITY 



wmqmm 

..... C3.75 tsach 



SmTHUM ■ 2 

W .00 each 



CRASH HISTORY BINDERS 

£4.50 each 



POSTAGE AND PACKING 



PWflM dm 2$ «W tor datawy < 

■if™ may own uparBieiy CfWlH Hwory btrtdvi «fl ntf h 
□vnrjintp Ml DM^nibw hi. r w^l be dtepstch^d as stxtr k poifc3i&Jti 

CQNTINENTAJL EUROPE / 
OVERSEAS ORDERS ONLY: I AM 
ENCLOSING P&P PAYMENT 
FOR ITEMS AT £2.00 EACH. 

P&P TOTAL: £ 



PRICE 



TOTAL PAYMENT ENCLOSED: £ 



ONE LITTLE 
FORM GOESN 
TO MARKET 

Buy ANYTHING from the CRASH range 
of designer doobries with tfws single 
form! Please fill out the whole thing 
using BLOCK CAPITALS and 
remembering to enclose payment 



NAME 
ADDRESS 



POSTCODE . 



PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ 

t<M*»a oppllcjitita) 

Ua-Jtotelar sAdHWKpfiMm t« 




ADDRESS 



■ POSTCODE ... 



SIGNATURE 

EXPIRY DATE 

PLEASE CHARGE MY ACCOUNT NO: 

L I I M I I I I I I I 

SEND THIS FORM TO 
THE CRASH HYPERMARKET, PO 
BOX 20, LUDLOW, SHROPSHIRE 
SY8 1DB 






I This basebafl-styie headgear is 
I especially designed to protect the 
wearer in the event of (a) King Grub 
or {b)a shetf overladen with 
CRASHes fatting on his/her head. 

However, the bkte-and-white 
CRASH cap (which comes 
complete with an adjustable strap 
90 one size fits all humans) is also 
usetui for carrying water through 
deserts, taking charitable 
collections at The PCW Show, 
getting stones out of horses' 
hooves and, in extreme cases, 
wearing on your head, 



BACK NUMBERS 



Don't miss out! 



Sinclair talks Id CRASH • Stack Ugh! Rifle • Run It Again: Missee Command 
games • CfiASHtionnaim results * the earliest surviving bach number" 
The Omti analysed "the fabled H Microdrive appears* Run fl Again Pengo 
games • graphics utilities • Living Guide: boardgarrnH. simulations, strategy, 
adventure • the second -earliest surviving back number!! (fat's though eany back 



17 JIM Denton Designs * Sinclair Story 3* Maps: Knight Lore, Underwunde * Leonardo 

Graphics • Dsief sound sampler • Artist David Thorpe 
16 JUL Gremlin Graphics profile • Artist flop Wakelin * Map: Gyron Atrium 

19 AOS Cfll profile • Wipcstar • roundup ol BASIC compilers • Artist: Rich Snenfield ♦ Maps: 

Dynamite Dan, Shadowffo 

20 $£P Electronic Pencil Company profile • Maps: Alien 8, Dim Darach 

21 OCT Holografix profile • Holograms • Map: Modes Of Mswtf • Platinum Productions prolite 

22 NOV Famine file • Microdrive tips • ArteL Susan Rows • Fantasy Gameboota 
2J OK Melbourne House • Computer graphics • Arte! Dave Beeson 

24 1MAS 1009/1 Artist: Oliver Fray • Gargoyle Games profile * Llaya s Lookback • Hawson 
profile 

iaae ,■■».„_.,.■..... 

28 F9 Durell profile * Microsphere • FORTH and extortions to ZX BASIC 

It MM St Bnde'S profile ♦ Spectrum 12B * Micronet 800 • Muftiface 1 

27 VH Ptaymg Tips supplement • Mel Croucher * Imagine profile ■ PBM convention 

21 HAY Fanzines • Martech proWe • Composite video tnterfece • SpecOrum 

21 JUN First FBM Mailbox ♦ Homegrown software • flearame pralite • Maps: Cytv, Sir Fmt, 

Saboteur, Tantalus 
St JK Birth erf a game • Laser Genius • Maps- Tantalus, Movie 

31 AOS Software Projects • Word processing • Maps: Pentagram, Heavy On TheMagtck 

32 SEP Programmer: Dave Perry • GAC* Maps- Core, Ghosts n'Gobiins, Bobby Bearing • Echo 

Synthesizer 

33 OCT Programmers; Jon Rllman, Costa Panayi • Maps: flan flare, Cauldron H * SpecDrummlng 

34 NOV Programmer: Don Priestley * Genesis Update ■ Maps: Dynamfa Dan 8, FQulnOx. 

Universal Hero ■ Music Machine 
HOB Designer: Dan Matane * Computer Advertising • Maps Glider Rider, Thrust. 
Liomxve • MIDI 

M nut 1 MO/87 Lloyd's Lookback • Spectrum Music * Maps: Scoooy Don, Heartland, 
Dnjid 

1097 rmnrrr-nn ra n m .o....u.ijr 
37 FEB 

Sin 

40 HAT 

41 JUN 

42 JUL 
43800 




John Fichardson. Jetman • CRASH Reviewers revealed * Match Day Challenge • Maps: 
Fafflghttt, Firebird, Avmqk, Dandy 

FanzTnes • Designer: Bernie Orammond * Maps: Cobra, impossabail, UridHm • MIDI 
Arcades update • The ZSfl * Programmer: Steve Taylor ■ Maps: Nostenttu, Double Tike, 
Future Knight, Feud 

Terminal Man returns • Playing Tips Supplement • Maps: Snort Cevuit. Anttriad, Con- 
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Producer: Americana 
Retail price; £2.99 

Llan, a knight of the crusades, 
is out to destroy the infidel 
Saracens >n the medieval 
Holy Land. But his knightly 
prowess is certain to be sorely 
tested, formany warriors block the 
path to the Saracens' evil chief, 
whom Llan must destroy to move 
to the next of 40 levels. 

And Llan must work his way 
through a maze of brick and stone 
passages, magic doors and one- 
way entrances to find and kill the 
chief. 

Llan's longbow is some help; 
arrows lie around the play area, 
and Llan can fire m the direction In 
which they point 

With these arrows, Llan can 
detonate packs of obstructing 
bombs, grenades, blast his way 
through brickwork and destroy the 
white crosses which open magic 
doors. And if there aren't enough 
arrows pointing »n the appropriate 
direction* the medieval soldier can 
create some more by shooting an 
arrow marker. 

Other doors require not such 
heavy-handed tactics, but keys 



which Llan can collect. 

The progress of enemy soldiers 
- like coloured snowflakes rolling 
about the maze - can be stopped. 
If Uan takes careful aim and 
shoots at a spiral wall -maker, 
brickwork is instantly produced to 
immures the oncoming Saracen 
squaddies. 

And to give Llan some brief 



Saracen: shooting snowflakes in the desert 



respite from the tension, he can 
reach the relative tranquility of a 
safety zone, where he can't be 
touched by enemy soldiers or 
deadly bouncing cannonbalJs. 
Fair's fair, though (or, rather, Uan's 
fairpwllgwyngyllgogerychwym- 
drobwllirantysifiogogogoch). and 
Llan can't shoot arrows or pick up 
objects in the safety zones, 

• " Another typical budget game: 
small, fast, jerky graphics, Irttle 




gameplay. A few ideas in Saracen, 
such as picking up directional fire 
power, are great - but their 
brilliance is tarnished by the 
appalKng graphics. The built-in 
antiboredom device is the option 
of starting on any Jevei, but it 
doesn't take long to get bored with 
every screen there is. " 
BTM m 

• " Saracen didn't really melt my 
joystick - in fact, it's dead 
boring, very simple with crummy 
graphics. There's only one real 
challenge - getting to the neat 
level - and the gameplay 
consists of running around 
shooting weird- looking (hardly 
Saracen-like!) objects. ' f 
DAVE t 6 % 



COMMENTS 



j 



Joysticks; Cursor, Kempston, 
Sinclair 

Graphics: poor 

Options: start on any of 40 levels 
General rating: hideous and 
uninteresting 




' DEVIANTS 

r 




Producer: Players 
Retail price: £1.99 
Author: Colin Swinbourne 

The deviants, a semihuman 
race left over from Earth's 
early occupation of a distant 
world, have stirred their angry 
bones. They start changing their 
asteroid home into a massive 
astral battle station and look to 
other worlds to conquer. 

A crack squad of Starwarriors 
was sent to ensure that the 
deviants' plans are thwarted - but 
you are aJJ that remain of that once 
bold band, and your last task is to 
prime the mechanisms of the 30 
nuclear weapons that your fellow 
fighters have laid. 
Moving from platform to 



JbymL 



M Having to shoot these 
deviants mora than once 
gets annoying, and their 
superior agilfty cramps your 
movement on every screen, 
And there's no information 
about how to set the bombs, 
which makes the game very 
short and pointless till you've 
found out how to do ht. Dark, 
atmospheric, graphics are 
the only good point " 

67% 



platform, you run and jump your 
way past the devianis who patro? 
their base, visiting a recharging 
station when too much fighting 
has exhausted you. (You can also 
replenish your blaster's 
ammunition on some levels,} 

Teleports at strategic points 
provide fast access to other 
sections of the asteroid base. But 
combat years ago has damaged 
them, so they're unreliable. 

When contact is finally made 
with an unprogrammed nuclear 



1 ye been eagerly awaiting the next game from the programmer 
of Joe Blade - but I'm disappointed by Deviants, It's a pity Colin 
Swinbourne didn't try something a bit more adventurous than an 
extension of Virgin Games's Dan Dare, and Deviants has too many 
features of Joe Blade as well. The play area is very large and the 
graphics are many and varied, but stiff the game is 
disappointing. " 

65% 



de^ce, six activator valves appear 
onscreen. To prime one of these 
bombs, every valve must be 
closed with six corresponding 
keys. The task is complicated 
however, by the fact that the 
valves are interlinked - close one 



Deviants-, programmer Colin Swinbourne leaves the straight and narrow 



■ ■■ £ .i T ,.| J? . 
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and another may open. And a 
countdown shows how many 
seconds remain before the bomb 
self-destructs. 

Programmer Colin 
S win bourne's Joe Blade {also 
from Players) was found very 
playable and addictive a few 
months ago, earning 84% in issue 
44. The world loved it, too. and it 
sat at the top of the sales charts for 
more than a month. 

, [COMMENTS^ 

Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: good 
Options: definable keys 
Sound; good tune and effects 
General rating; limited 
gameplay, disappointing from 
the author of Joe Bfade 



Presentation 

Graphics BCJ 

Payability 63% 

Addictive qualities 65% 

OVERALL 66% 



RIDING THE RAPIDS 



Producer; Players 
Retail price: £1.99 
Authors: Paul Griffiths 
and 

Andrew Severn 

Your bottom's just above the 
water lire sitting in a canoe, 
so grab your paddle arid get 
ready lo go when the green light's 
on. The course record is your 



Target in Players's simulation, and 
you've only gol a handful ot 
minutes to beat it. 

You can choose from four 
courses - nol simple little streams, 
but wild waters, full of hazards 
such as rocks, banks and islands. 
An these must be avoided and the 
canoe guided downstream 
through a series of gates, 
constructed of pairs of hanging 
posts. 



► But oh so slowly 




Catching one of these gates can 
impale you helplessly while others 
go on to beat the record - and. 
adding injury to insult, touching a 
gate pole Dr missing the gate 
entirely gives you penalty points. 

And you can capsize if you're 
not careful; then frantic paddling 
in all directions Is the only way to 
get out ot a damp, damp situation. 

But it's all loo easy to use up 
your energy by strenuous 
paddling. Watch the clock at the 
side of the screen, but also keep a 
i careful eye on your energy level, 
Good paddling! 



CRITICISM 



1 



% " Riding The Rapids is a well- 
presented little mover, but it s so 
simple and unrealistic it soon gets 
boring. The graphics are fine- very 
simple, but effective - but there's 
hardly any gameplay. The Inlay 
promises the action 'will have your 
pulse raci ng as fast as the current' , 
but if you leave your canoe it just 
drifts downstream, hardly creating 
the impression of a fast -moving 
mountain river. " 

MIK£ 45% 



• " I've done plenty of 
dan am ng , but never any like? this.. 
Never have I been grounded by 
poles hanging above the water, 
never have I been grounded by 
waves, and I certainly have 
never been able to dump the 
nose of my canoe three feet 
inland! Yet all these are hazards 
of canoeing, according to Riding 
The Rapids. The controls are 
conf using, too, with Q taking 
you down the screen and A 
ta king you up - that is, if you can 
remember which way you are 
facing. Riding The Rapids is 
difficult and unrealistic,, so give 
me the real river any day + " 
Btm 65% 



COMMENTS 



Joysticks: Kempston, Sinclair 
Graphics: well-defined, 
monochromatic, simple 
Options: choice of four courses 
General rating: watered-down 
gameplay in another 'simulation' 
right out of touch with reality 
(compare Top Ten Hits's Gridiron) 



Presentation 
Graphics 
Payability 
Addictive qualities 
OVERALL 



GRID IRON 



Producer: Top Ten Hits 
Retai! price: £1,99 



4^ou've come a long way 
since managing the Wigan 

m Waggiebottoms American 
football team. The USA called and 
now you are in great demand. 

In your coach's bank balance 
you have a cool quarter-million 
bucks. With this mountain of 
greenbacks you can buy and sell 
players in an attempt to field the 
best team, beat the other clubs 
and win in that good ol' American 
Sporting tradition, the Super bo wi. 

At the start of the game you can 
choose your level of coaching 
expertise, and the team you'll to 
propel to victory. But to improve 
the team and achieve your 
ambitions you have access to the 



transfer market. 

You can calk up financial 
statements showing your balance, 
the availability of loans and any 
loan repayments outstanding, and 
arrangements for making loan 
repayments appear before each 
match. There's also a list of 
available players can be called up, 
showing their value and skill and 
energy levels. And yet another list 
allows reserve players to 
substitute for playing members so 
that advantage can be taken of 
their enhanced energy or skill 
levels. 

When a game ism progress on 
the field, the morale, skill and 
energy levels of both teams are 
shown and these are crucial in 
determining the outcome - though 
luck can ptey its pari. The match is 
shown in 3-D, with both sides 
lining up on the gridiron. 



At the end of the match other 
recent fixture results are shown, 
and these are further translated 
into league -table positions. A 
financial report then displays the 
gate money from that match, 
interest payment, the wage bill and 
your bank balance. 

To measure your progress en 
route to the big time P a rating 
screen shows the total value of 
your squad, its morale, skill and 
energy levels, the team's league 
| position and your rating as 
coach , . . because success 
depends on you. 




CRITICISM 



1 



# M I must admit to once being 
addicted to Quarter Back 
magazine, which deals entirely 
with the play of this contorted 
version of rugby - but Grid iron 
deals entirely with the 
management side. There a/e 
plenty of chirpy features but plenty 
of problems too; for instance, you 
can t make more than one change 
in the team unless you've got an 
injured player. Grid iron is 
enjoyable to sit down with for a 
long time, but I took forward to a 
game where you can ready pisy 
American football. " 

• " Grid Iron is the worst sports 
game I have ever played. There 
is simply nothing to it but 
inaccuracy after inaccuracy. 
Players can do more or leas 



anything - you can get a team 
made up entirely of 
quarterbacks - which makes 
the simplistic game much too 
easy: if you manage to get a 
good team {hardly difficult) 
nothing can touch you. The 
financial aspect doesn't make 
sense either; I played the entire 
league, beating everyone by a 
huge margin, and still had a 
balance of about 5100,000 
without having taken any loans. 
I then won the Super bowl 28-0 
(notice the way that your team 
and your opponents only score 
in multiples Of seven, yet all the 
other games in the league have 
completely random scores . . , ) 
1 and acquired an $80,000 debt. 
How? I don't know. But any 
money you Invest In Grid Iron will 
be wasted. " 

MIKE m% 



COMMENTS 



j 



Joysticks: none 

Graphics: limited - Mike gave 

them 02% 

General rating: a team- 
management game with the 
'realistic' details so appallingly 
flawed it's worthless 



Presentation 


34% 


Graphics 


1 T 


Play ability 


47% 


Addictive qualities 


39% 


OVERALL 


29% 
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Producer: Firebird Silver 
Retail price: £1.99 
Author: Lee Dowthwaite 

flt's a frightening problem from 

■ me very start - there are too 

■ many particles trying to cram 
into a universe which can't hold 
their ever- increasing bulk. It's a bit 
like trying to squeeze an elephant 
into a pair of trousers; something's 
going to give, and this time it's sure 
to be more than a zip. The bulk of 
the universe mu3i not get any 
greater, or it'll be goodbye kind 
world in this zany Breakout-style 
game. 

At the top of the screen are the 
rectangular surplus particles, 
arranged to form a WALL (Wacky 
Atomic Lethal Layer}. By moving 
the BAT (the Bi -Atomic Tracker) 
horizontally and vertically, you can 
guide the circular Bi- Atomic Wall 
Loppers (BAWLs) which slide 
across the screen to the blocks 
above. When a surplus particle 
block is struck, it's destroyed and 
your score increases. 

10,000 points give you an extra 
life ijust one measly extra fife? - 
Man Ed) r and after clearing one 



I 



screen you could need that life to 
take on the next - and a different 
configuration of particles - 
because the energy flux powering 
your BAT can be destroyed by 
repeated 8AWL hits. 

Extra weapons can be gathered 
by moving the BAT into the icons 
that glide horizontally across the 
screen. This way points, a double 
BAT and an extra BAWL can be 
acquired. 

Try to save the universe if you 
can - we've all got something on 
next Sunday. 



CRITICISM 



1 



# " This could become a regular 
feature: reviews on this week's 
version of Breakout And Ricochet 
could be the worst vet - the BAT 
doesn't even move fast enough to 
deflect the BAWLSI Vertical 
movement is only useful when a 
bonus item crawls across the 
screen, and even then it usually 
gets you into further trouble. " 
OTM 32% 




• " Ricochet la rubbish, offering 
the player nothing that hasn't 
already be«n on the market in 
many forms. The game is slow, 
unplayable and unaddictive. " 

21% 



• " Ricochet gets addictive after 
a while. The graphics are simple 
but effective and the sound FX 
aren 't bad. And it s not just another 
Breakout clone, whatever the 
packaging suggests -the BAT can 
go up and down as welt as (eft and 
right, the freedom of movement 
giving a more interesting game. ' 
NICK 45% 



COMMENTS 



Joysticks: Cursor, Kempston, 
Sinclair 

Graphics: Braa/tour-style, colour 
Sound: spot FX 
Options: definable keys 
General rating: BAD {Breakout 
Awfully Done) 



Presentation 
Graphics 
Payability 
Addictive qualities 
OVERALL 



AGENT XII 



Be 
s 



Producer: Mastertronic 
Retail price: £1,99 
Authors: Software 
Creations 

othersome spots can 
spring up on even the finest 
skin, and that's just what 
the mad professor intends. 
Equipped with his awesome Zit- 
Ray, the loony don is out to ruin 
the faces of thousands of people 
with ineradicable acne. (He's 
slightly fess ambitious than the 
mad professor of Mastertronic s 
original Agent X Overall in 
Issue 37), who thought starting 
World War 1 1 1 would do fiend ishfy . ) 

Agent X is the only man who can 
stop this spotty caper. But to do 
that he must leave this planet, 
travel to the moon, and overcome 
the professor's traps to find the 
horrid old man himself. 

With a jet pack strapped to his 
back, X takes a scroll across the 
surface of the moon, where wave 
after wave of attacking energy 
blobs and missiles come at him, 
sometimes fooling the unwary 
player by unpredictably changing 
direction. 

But to defend himself against 
orbs and missiles, X carries a 
blaster. When he destroys an 
attack by a group of aliens, a 
capsule appears which increases 
the power of his blaster. 
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If our operative survives this 
mayhem, he finds himself in an 
underground environment of eight 
vertically-scrolling screens. NowX 
must leap from ptatfomn to 
platform gathering four floating 
parts of an electronic code. When 
he has the codes he needs, our 
agent inputs them into computer 
terminals. 

That's all very well in principle; 
but some terrifying elephant- 
noses and energy globs are there 
to stop him, and there's only the 
blaster to rely on. 

If our hero survives this hazard, 
he progresses to the next (it would 
probably be simpler to buy some 
cream at Boots). Here he must 



J MIKE L 



" Despite decent graphics, 
Agent X II Is a real 
disappointment after the fvn 
and frolics of its 
predecessor, Still, the title 
screen is neat with billions 
of different colours per 
attribute square, and; the 
many tunes add something 
to a dull and unplayable 
game. " 

44% 



manipulate a horizontally movable 
bat, using a ball to knock down the 
wall behind which the mad 
professor hides. {Otherwise 
everyone's skin will Breakout, we 
suppose.) 

X's task is complicated by the 
deranged professor s own bat - 
which moves horizontally on a 



¥■ Agent X ft*, another mad professor. 




Jnick L 



" Slick title screens and 
average graphics don*t make 
a game. Here the graphics 
are detailed and the 
animation attractive, but 
colour clash Is a problem. 
And there's very little to do in 
Agent X II - in parts very like 
Firebird's Sidewize {50% 
Issue 44) - so ffs a 
disappointing follow-up. ' 



higher plane! But if he has energy 
and patience enough when allihe 
bricks are destroyed, the mad 
professor can be defeated and 
everyone saves their face. 



COMMENTS ; 

Joysticks: Kemps ton, 
Sinclair, Cursor 
Graphics: colourful areas on 
all stages 

Sound; superb tune on the f irst 
tevel. sampled trtte tune 
Options: definable keys 
General rating: a 
disappointing sequel, with 
each section derivative of a 
different style 



Presentation 77% 

Graphics 60% 

Play ability 50% 

Addictive qu af i ties 48 % 

OVERALL 56% 



STAR 
PILOT 
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STAR PILOT 



Producer; Firebird Silver 
Retail price: £1.99 
Author: J Bond (sic) 

ML fter a tricky interview down 
J^JL at the careers office, you 
Ji^^are finally accepted as a 
star pilot, with excellent prospects 
of becoming a legend of the space 
waves. And now it's the first big 



Jbym'L 



M Despite a tiny play area, 
confusing graphics, and 
slow play, I fove it! The 
graphics are well-designed, 
end the vertical scrolling is 
near perfection. The two- 
player, split- screen game 
style isn't original but works 
exceptionally well in Star 
Riot, And don't think for one 
second that just because it's 
slow gonna be easy. Star Pilot 
is full of nasties, minds set on 
your blood, and it's an 
action-packed mission. " 

93% 



1 



assignment - everyone turns to 
you when a few do2en alien 
spacecraft have to be destroyed, 
pronto. 



J MIKE L 
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► Star Pilot, shooting 1 em up, while you wait 



" The graphics are dull and boring; the concept is simple and 
outdated; the two-player mode Is very slow. Still, Star Pilot Is 
reasonable as one-player shoot— em-ups go, and worth a took if 
yo*j T re real ly desperate for a blast. " 

B2% 



Your craft can nip left and right, 
accelerate and decelerate, 
manoeuvring to escape the 
attention of the bomb-laying 
space vehicles that flit over the 
surface of the alien space base 
ahead of you. Bomb launchers on 
[he surface are lining you up in 
their sights, too . . . 

Your skills are tested as you 
thread the craft around a series of 
deadly barriers and projections. 

For protection, your ship is 
equipped with a forward -firing 
cannon and a limitless supply of 
ammunition, which can take out all 
opposition craft. 



J NICK 



L 



** This is too much a copy of 
Mirrorsoft'S Mortnstrike (77% 
Overall in Issue 45) t and a 
flawed one at that: the play 
area is ridiculously small, 
and in two-player mode the 
whole game slows down to a 
snail's pace. Those faults 
apart, though, Star Pilot Is 
pretty good. The alien 
graphics are quite effective, 
and there are some fantastic 
tunes and sound FX, " 

50% 



, I COMMENTS L_ 

Joysticks: Kempston 
Graphics: mediocre 
Sound: good tune 
Options: definable keys; two 
can play at once 
General rating: the sluggish 
two-player mode apart, Star 
R/ofis a decent, unremarkable 
shoot-'em-up, BynVs Smash 
rating dragged it up from the 
50s, 





Presentation 


62% 


Graphics 


66% 


Play ability 


64% 


Addictive qualities 


64% 


OVERALL 


65% 



XANTHIUS 



Producer: Players 
Retail price: £1.99 
Authors: Andy and 

Martin Severn 

Once upon a time on the 
planet Xanthius, many 
atmosphere-processing 
(AP) plants were constructed by a 
crew of mechanoid nawies, But at 
eight of these plants the 
generators have developed faults, 
and in Xanthius you are sent to 
carry out essential repairs. 

Ensconced in a spindly biped 
Protopod, you start working your 
way through the muHrfloored 
world where antigravity beams 
and automatic platform lifts 
connect levels. 

Froth creepers and snuffling 
crustaceans occupy the 
pathways; some of this assorted 
crawling maggot ry adds to the 
Protopod 's energy, but some 
diminishes it. 

And as the jerry-built generators 
fail, corrosive gases are formed 
that slowly decay the Protopod - 
with lethal consequences. Your 
Protopod 's state of health hs 
shown at the top of the screen. 

To repair a generator, inject 
energy and wait for the protective 
outer weather shield to part. Then 
move the Protopod onto the 
generator's uncovered centre, 



J PAUL L 



" The graphics in Xanthius 
just can't be faulted - they're 
smooth, colourful and well- 
detailed, making the game a 
delight to look at* The 
Protopod is a great graphic, 
very like Arachnus 4 from 
Amaurote. But there's no 
variety - meeting the same 
old meanies. over and over 
again, gets very boring. " 

&6% 



where a read-out can be obtained. 



iben L 



that'll easily be 60 quid, guv). So 
stop leaning on your shovel, and 
get on with it. 



" Gosh, what pretty graphics! What a nice idea for a game! And 
great animation! Bit unoriginal, though, Mmmmm . , . the 
presentation isn't bad, nice scrolly message, Hang on t where's 
the game? Oh, there it la, not much to ft, though, ell you da is jump 
around and fix the thingies - it's a bit boring. And arent those 
graphics a bit glitchy every now and then, too? Look - that ship's 
rather like the one in Amaurote. Doesn't move very realistically, 
though . . . what else is in this month? " 

mm 



Once faults have been 
diagnosed, replacement parts can 
be called up from the spares 
division (and with labour costs 



► Xanthius: I he gasman conttth 




Graphics programmer Martin 
Severn, much praised by the 
CRASH reviewers, has also done 
Anfractuos and Joe Bfade (loading 
screen) , and is working on Riding 
The Rapids {see this month's 
previews). 

—I COMMENTS [ , 

Joysticks: Kempston, Sinclair 
Graphics: large and colourful 
platforms with detailed 
characters 
Sound: spot effects 
Genera} rating: great graphics 
but not much payability 



Presentation 


70% 


Graphics 


74% 


Play ability 


55% 


Addictive qualities 


48% 


OVERALL 


60% 
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► Now he knows how you feel when a POKE won't work 



WHO WINS 
DARE? 



MIKE DUNN was vanquished in the CRASH 
Challenge two issues ago - but it's his turn to 
faugh when Playing Tips Editor Nick Roberts 
falls foul of a visiting champion in Dan Dare 



THE SUN rose to meet a 
cold, overcast Saturday 
morning in Ludlow and 
decided to go back to 
bed, exactly as i did. But 
eventually I managed to surface 
and. buffeted by the gale-force ' 
winds, struggled my way down the 

172 



High Street and staggered into the 
Towels. 

Out of the comer of my eye I 
g I i mpsed a mysterious figure i n t he 
shadows. Paul Tregldgo had 
arrived, all the way from Dudley in 
the West Midlands {and I had 
problems walking down the road 
CRASH Christmas Special 1 987 



to the office?). The eternal struggle 
between Good and Evil. CRASH 
writer and reader, was once again 
to be enacted , an d two Spectrum s 
had been prepared for the 
highlight of the day . . . 

ROUND ONE 

Two sweating, nervous, pro 
players sit hunched over their 
Spectrums {almost!), loaded and 
ready with their copies of Virgin 
Gamess Dan Dare ... and 
they're off! 



Paul is the first to fall foul of the 
treens - after only 20 seconds, he 
loses ten minutes. Wick takes an 
ea rly lead , collects an S DS key and 
survives a whole minute before 
getting thrown rn the pnson. Is 
there a win on the cards here? 

Of course not. Nick, after losing 
20 game minutes in a mere nine 
seconds of real time, slides in 
behind Paul, who cruises into the 
lead carrying 5425 points. But 
what 's this? A mere 350 points on, 
Nick calmly zooms in from 
nowhere to take the lead. The 
battle is on. 

The close fig hi continues, the 
lead going from one to the other 
constantly. Paul is the first to make 
1 0000, with one hour 40 minutes 
still left, But Nick's 10000, just a 
minute behind in real time, is made 
with only 13 minutes on his game 
timer! 

A quick session in prison, and 
Nick is out, with two minutes 45 left 
- and 50 seconds later, his third 
SDS key opens the door to the 
fourth level. Unfortunately. Paul is 
well on the way to his fourth SOS 
already. 

And then it's all over. Nick's ego 
collapses at the same time as Dan 
Dare's energy, despite a fairly 
respectable 14050 on the score 
table. 

However, Paul seems to be well 
in control, still with just under an 
hour and 20 minutes on the clock 
and a score of 1 5075. He plays on 
in the true style of a vector, the 
fourth key going in at one hour 
eight mimes and one second. 

Suppressing his self-pity, Nick 
tries to create an impression of 
coolness by looking at his watch in 
a very impatient manner -but Paul 
stays calm in the face of at least 
five captures, getting the fifth SDS 
key in with eleven minutesieft, and 
finally he's completed the game in 
1 0 minutes a nd 45 seconds, with a 
pretty def score of 23325. 




ROUND TWO 



Abiding by the ru les of the Playing 
Standards Association, we swap 
the players around {just in case 
Nick's been POKEing one of the 
Spectrums) and bid them resume 
the slaughter ... er . . . 
Challenge, 

Taki ng the early lead again , Nick 
pushes out in front with a huge 
advantage of 600 points over 
Paul's total of 700. 

Then , ahead by 20 seconds real 
timeout ten minutesbehind in the 
game. Nick gets the SDS key in. 
Paul is still technically ahead with 
one hour 58 minutes on the clock. 

Nick struggles to keep up with 
Paul but fails dismally, The next 
SDS from Paul is in at 10175. Nick 
trailing, for a change, with 6200. 

Nick's second SDS key goes in 
at exactly the same time as Paul s 
third, Nick getting past the 1 0000 
mark with just over an hour left 
Paul, with 14300 points and an 
hour and 42 minutes on the clock, 
again makes his lead clear. 

Now Nick's third SDS is in with 
50 minutes left. Paul matches him 
soon after wrth his fourth key, still 
with an hour and 17 minutes to 
complete the game in. And 
then . . . 



TO CREAM THE IMPOSSIBLE 
TREEN 



Our 

COUF 

IF 



VIRGIN GAMES s Dan Dare, the 
game of this month's Challenge, 
earned 92% Overall In CRASH 
Issue 32 . The Eagleconiic charac- 
ter was brought by Tne Gang Of 
Five into 3 brilliantly colourful, 
graphically intricate, action- 
packed multilevel Spectrum world 
of some 1 30 screens. (And if you 
can say that sentence without 
stopping for breath you're proba- 
bly strong enough to play Dan 
Dare) 

It's set on a rogue asteroid with 
which the f antastica lly evil little 
Mekon intends to destroy Earth. 
Our 'pilot of the future' must, of 
course, explore the intricacies of 



the asteroid's many rooms and 
lifts, avoid the Mekon's Treen 
guards and find SDS keys 1 to 
assemble the scattered parts of 
the complex's self-destruct 
mechanism. All the time there's a 
stopwatch ticking, and if Dan's 
knocked out by a Treen you lose 
minutes of game time - it's not a 
task for the Mekon mild. 

It all sounds standard Sunday - 
afternoon stuff, but the superb col- 
our and animation, the speed of 
gameplay and the nice touch of 
comic-strippish onscreen mes- 
sages make Dan Dare one of the 
best tie-ins around. 
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> No hard feelings 



DISASTER. Nick loses loads of 
lime, and just manages the fourth 
SDS key before dying with 18925. 
an improvement on his last game. 

Fighting back the tears, Nick 
looks up to see Paul miles ahead 
with 54 game minutes left, and 
201 25 points. Paul, a true hero, 
carries on again, and finally 
expires with 25775 points. 




And so Pau I Treg idgo has won the 
Dan Dare Challenge. Find nil 



there's feft to do is make excuses 
for yet another CRASH reviewer's 
fudging fingers {and he a Ptaying 
Tips Ed too! - Man E a). 

But a bit of good has come out 
of it, We all know how to beat Nick 
now: following Paul Tregidgo's 
example, we say Playing Tips is 
the best column in the magazine, 
and his ego swells so much he 
thinks he doesn ' t have to try to win 
the game! Easy! 

Oh. and there's one last thing. 
Paul asked me to say hello to Marc 
Bunch. Neil Williamson. Owen 
Calahan, and Mark Marshallsay. 
{Out of the question - Man Eo) 



WE'LL TRY OUR 
VERY HARDEST TO 
BEAT YOU IN THE 
NEXT 



zx 



HONEST WE WILL! 



But there's not much hope for us now, Robin Candy refuses 
to play a Challenge because it wouldn't fit in with his rock- 
star image, David Peters and Man Ed always manage to 
remember some urgent appointment whenever the subject 
is mentioned, Roger Kean is busy moving from mag to mag 
and Lloyd Mangram - well, we haven't dared ask. 

There Is, however, Ben Stone. And Ben has offered to play 
ANYONE in Elite's Commando for the next Challenge, which 
will take place early in the New Year and be reported in Issue 
50. 

Interested? Just fill in the form and rush it to CRASH Chal- 
lenge, CRASH, P0 Bom 10, Ludlow, Shropshire SYB 1DB 

If your wish isn't our Command o, you can always choose 
another game - anything Smashed in 1987 (and, yes, we 
know Commando is two years old - but maintaining the hon- 
our of CRASH demands we bend the rules), 



Dear Ben Stone 

I challenge you to play Commando - and may the best 
man win! 

(That'll be me, because I've already scored ) 



OR TAKE THE EASY WAY OUT AND TICK THIS BOX: 

□I'm too much of a wimp to play Ben in Commando, 
but I'd still like my name put in the hat for a future 
Challenge - perhaps for First Steps With The Mr Men, 
please? 

Well, no, really for . 

in which I've already scored 

NAME ...... , 

ADDRESS , 



TELEPHONE NUMBER 

AGE 



POSTCODE 



If you're selected for the 
Challenge well pay your 
fare to Ludlow and home 
again, keep you warm and 



well-fed while you're 
here, and probably steal 
the shirt off your back too 
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TAKE ME TO 
YOUR LIEDER 



JON BATES seeks words for his 128 carol - 
it's a chance to win a £25 record token plus a 
CRASH cap and T-shirt! 



JUST to be different, we' ve set 
you a competition that demands 
real artistic skill - the feeing for 
music and words etc. All you have 
to do te think up a neat set of 
Christmassy words to frt this 
specially-composed tune {no star/ 
far bright/night chlid/mild rhymes, 
please!); you can either play It from 
the score or run the program on a 
1 2BK Spectrum . If you have a 48 K 
Spectrum you can follow the first 
part from ' M ELODYA ' to 
' BREAKA"; If you want to miss Out 
on the graphics merely enter lines 
60 to 300 {shame on you, I spent 
ages trying to get them right - they 
took a lot longer than the music!). 

The format could be chorus, 
verse (albeit quite short), chorus, 
but we'll accept any literary 
variations - so sharpen up yer 
pencils and put your best trochaic 
foots and Iambic pentameters 
forward! 

The best set of words selected 
by CRASH'S appointed judges - 



you know r the ones whose 
decision is atways final - will wrn 
its author a £25 record token, a 
CRASH cap and T-shjrt (state on 
your entry whteh one you'd like of 
all those advertised on pages 1 66- 
1 67) and poetic fame with the 
winning words printed in CRASH. 

Send your Christmas verse to 
FA LA LA LA LA LA LA LA LA 
COMP, CRASH, PO Box 10, 
Ludlow, Shropshire SY8 fD& to 
arrive by February 1 . Best of luck, 
and have a safe, happy Christmas 
and New Year; the Bates musical 
motel reopens for business as 
normal next month. (Send any 
Spectromuslcal questions or 
news to me at the same CRASH 
address, marked Tech Niche",) 

PS A big thank you to Greg and 
Neville Cass for entering the bulk 
of the program as I was hastily 
working it out and many thanks to 
Simon N Goodwin for print-outs 
and program editing. 
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The whole of CRUNCH famine 
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Editor Plus desktop publishing 
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PCWB2S6 computer, 
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Welcome to 

TIE new look' H zme. We 
will take you *Ay pact 
the C^d called) new 
cf 1 mention. May I f iret at 

all congratulate And 
thank yo\i nn your 
'flaky' purchase of nui 
attempt at hitting the 
big tirae ' . 

The 

first thing tn remember 
"hen reading Crunch 
(rfpart frnrr the fact 
that it's not 'real') is 
that you CAN have YOUR 
«ay over what yon would 
hke in the mag. IF you 
don't like eomething then 
say so. We're all sitting 
here ready to take 
r-onfJr \)chve criticism 
(and piaise - Miles) 
where it ' jej due. I don " t 
know about you tut I'm a 




CRUNCH CRUNCH 



bit annoyed with all 
these co-called magazines 
who thrust their opinions 
on their readers - it 

r?aJ1y BUGS me. We're 
not concerned with name 

bloke leaving a company 
or Amstrad's latest 
compact ironing hoard - 
you obviously bought 
Crunch to read about 
computers and that's what 
we'll tell you about. Happy 
Christmas and interesting 
r eading 1 



720 degrees 



Producer: US &afd 



Pnce 



£7. 99 



GO SKATEBOARDING WITH US 
GOLD 

FOR SOME inexplicable reason 
you sre dumped in Skate 
City the toughest and 
meanest town around. All 
you have to do is survive 
the day to day activities of 
♦ his active environment. You 
mjsi fly ri round this 
obstacle ridden area to 
certain skate parks situated 
at the North, South t East 
and West points, On your 
way to gaining money and 
medals at the each of the 
four parks you way come 
across salesmen on the 
edge of the sidewalk. At 
each of these stalls you 
can purchase extra 
equipment to enhance your 
performance, using the 
money gained at skate 




parks. Extra money can be 
picked up on the streets 
around the town, and 
bonus money is given for 
each stunt: performed- It 
not al[ that easy though. 
After a short fength of 
time a swarm of killer bees 
appears. To avoid these 
you must go to the nearest 
open park. Tickets to the 
parks are only gained once 
you have scored over a 
certain amount of points. 



OOOQOQQ , 




Therefore if you don * t 
perform enough tricks you 
don 1 1 get enough money, 
subsequently the bees get 
you! To add more of a 
challenge various characters 
are scattered around the 
place, ranging from cyclists 
to breakdancers. This Is, 
without a doubt, one of US 
Gold's best games to date. 
The concept is so original 
and the gameplay so 
effective. Let's hope they 
keep it up. 

Jack Burton 




Tip! Use your time wisely, 
lots of stunts in the town 
till the swarm of bees 
arrive. Then enter the next 
park rapidly" 
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MORE DIMENSIONS THAN DOCTOR 
WHO'S TARDI5 



THE NEW dimension has 
arrived! The much advertised 
and hyped Driller finally 
appears on the Spectrum, 
and what an innovative game 
it is. The main feature of 
Qrrfler is the new graphics 
technique, Freescape tm. It 
has, apparently, taken over 
fourteen months to develop 
this revolutionary technique 
of producing (relatively) fast 
moving, solid and realistic 
objects. Freescape tm. 
allows you to see EVERV 
angle of EVERY object in the 
game. The first game to use 
Freescape tm. is Driller. 



percentage of the total gas 
of the moon. By placing a 
rig in the right point in the 
area you can extract the 
highest amountof gas 
possible, therefore gaining a 
greater bonus. All 
over the planet arc various 
obstacles which must be 
overcome to enter the next 
area such as steps, lifts 
and sentries. Of course all 
these are very easy to 
pass if you happen to find 
and jump in the 
reconnaissance jet, but to 
place the rrgs you must go 
back to the encavation 
probe. The packaging is 
lavish containing a 3E page 
novella, a mapping model and 
a brand new dimension. 

Miles Knighton 



Do In this, almost demonstration, 
game you must travel around 




TIP: Use the jet to map out 

the moon M.tra looking for Driller, plan your route, and 

Each of the areas you then jump in the transporter 

for drilling. 



gas 

enter contains a variable 




Game Set & 
Match 

t Compilation) 



Producer: Ocean 
Price 



£12. 95 cass. 
£17. 95 disk 



MORE SPORTS THAN 
GRANDSTAND 



YOU MAV have thought 
Track And Held had a few 
sporting events in it, but 
wait till you hear what's in 
Ocean ' s little sports 
extravaganza, m this latest 
of compilations, the 
Manchester software house 
Ocean have got together 
what they believe are the 
most wanted sports 
simulations on the Spectrum 
not necessarily the best 
E rMI everyone ' £ got Match 
Day, Match, Point and Steve 
Davis Snooker ). What we 
have here is ten games 
covering different 
sporting activates. Here * s a 
brief summary of what the 
four cassette package 
contains: 

IKSfiiO SERIES BASEBALL 

Received rave reviews when 
released as the new 
Imagine ' s first game back in 
' 35. Still one of the most 
playable games of its 
genre. 



TENNIS 



This upgraded Match Point 
contains most of the 
features of tennis t L e» 
one or two player and 
doubles, but lacks the 
realistic feel and speed that 



Match Point did so well to 
convey. 

JONAH BARR1NGT0N ' 5 SQUASH 

You could almost say this is 
the real thing. You even 
get the eponymous and 
controversial squash player 
speaking the Scores for 
you using the revolutionary 
Reprosound technique. JS ' s 
Squash has got everything, 
apart from somewhere to 
warm your balls up! 

POOL 

Not really as realistic or as 
fun to play as Steve Davis 
Snooker, but fans of the 
classic American ball game will 
have something to amuse 
themselves with. 

PUNS PONG 

Programmer supreme Jonathan 
Smith shows how to make one 
of the most enjoyable arcade 
games succeed on the 
Spectrum. Loads of options, 
and even some superb tunes 
to keep the excitement 
running at a tremendous 
pace. 

HYPER SPORTS 

This is the real Track And 
field of the bunch. Guide 
Hyper ?ilt through all the 
^vr:nts (swimming, skeet 
shooting, long horse, triple 
jump, weight lifting and 
archery) and prove yourself 
to be waggler supremo. One 
for all high score fans. 

SUPER SOCCER 

I'm surprised Ocean brought 
this bad egg into the 
basket* There's more bugs 
in it than in the Russian 
tmbassy. Match Day \l is on 
its way (see 'Watch Out ' ) 
so I shouldn't even bother 



playing it. 



BARRY MCGUIGAN BOXING 

Yet another in the long line 
of successful boxing 
simulations on the Spectrum. 
There ■ s the whole world to 
compete against to gain that 
elusive World Championship. You 
can even alter the 
characteristics of your man. 
Get a friend along to play 
and you can bash the hetl 
out of each other. 

BASKETBALL 

Despite it's recent full price 
release only four months 
ago, it doesn ' t giue 
any more than any other 
game on the court. You'd 
be much better off with the 
1985 team game of World 
Series Basketball - visually 
and aurally much better* 

DALEY THOMPSON'S 
SUPEftTEST 

The f oltow-ajp to DT ' s 
Decathlon didn * t prove as 
popular, but provided a 
great variation of events 
and a strong challenge to 
the Epyx series. In 
Super-Test you get pistol 
shooting, cycling, spring 
board diving, giant slalom, 
rowing, penalties, ski 
jumping and tug o'war. 

Game Set And Match is not 
just an ordinary compilation, 
I've no doubt that * theme* 
compilations are the product 
of the future. Probably one 
of the best Christmas 
presents you could get. Buy 
it now, think of it as an 
investment. 

Andres Whitham-Smythe 
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WATCI OUT! ! 




WADING THROUGH THE OCEAN 



Match That " 



After over three years on 
the market Jon Roman's 
fabled soccer game has finally 
met its match, itself. Yes 
the jovial Londoner, after 
much waiting, has finally come 
up with a follow-up worthy of 




Why not Hi'* . * ■ 




DISCO 
SOUNDS 



the name Match Day II. Wore 
options, more graphics and 
improved sound could push its 
predecessor Match Day off 
the top of the league. The 
old team are back together 
again; Ritman 1 s written the 
code; Eernie Drummond has 
designed the cute wire -frame 
graphics and Jon's old friend 
C whose name could not be 
disclosed for fear of 
kidnapping) is back again with 
some jivey beats. It should 
be on the streets now ! 



Grrr! Urghh! Aaggh! 

The fabulous arcade game 
Combat School will be out for 
your Spectrum in time for 
Christmas - so you can stop 
all that grunting and 
groaning. Ocean's big arcade 
reference is not a case of 
blowing up countless enemies; 
you must battle against the 
instructor and yourself to 
become strong and quick 
enough for graduation to 
your first mission, and then 
all the violence can start. 
Training consists of five main 
sections; the assault 
course, firing range, arm 
wrestling, iron man course 
and hand to hand combat. If 
you happen to fall a bit 
short of these tough 
standards then you are given 
the chance to reprieve 
yourself through a test of 
chin-ups. Combat School 
gives some monochrome and 
some colour packed stages - 
giving great value for money 
^ + only £7. 95 on cassette. 



More than just a game* 



Ocean jumped in quick to 
license the Academy Award 
winning film, Platoon. Ocean 
keep insisting this is NOT 
another shoot em up. They 
have tried to represent the 
film accurately with six 



different stages to complete 
and finally get out of the 
hell they call 'war*. The 
computer game will be 
released in conjunction with 
the RCA/ Columbia video in 
early January- 
Dunking without a digestive 

After having tittle success 
with their ambitious 
basketball release of 1 BS, 
World Series Basketball, 
Ocean are deciding to have 
another shot at the basket 
with the Dinamic programming 
team's Basket Master- This 
one- on-one simulator 
contains a two player 
option, slow motion close-up 
replay and cartoon style 
graphics. No doubt one to 
look for. . . 
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NEXT MUNF. . . 

Wore reviews 
than you could imagine. 

Hopefully we'll be getting our 

Hand^ on? 

Match Day II Combat School 

Basket Master Nebulus 

Deviants Sidewalk 

Slaine Outrun 

OF COURSE it all reafly 
depends on software houses' 
attitude towards us. There's] 
a lot of fanzines around, so 
only the most professionally 
and efficiently run outfits will! 



Also: - A new column called 
' What H s Pugging Vou^ * . 

What ' ^ 
wrong with Amatrad ' g 
pricing policy? Are 16-bit 
machines worth buying now? 
We want YOUR views! 

PLUS Expanded playing tips, 
expanded contents, 
expanded editorial, expanded 
reviews. ..CI think they get 
the message - Ed) 



A SUPER QUIZ 
FOR SPORTSMEN 

WIN A DESIGNER 
TRACKSUIT 
AND BOBSLEIGH 

D 



FROM 

B INTEGRATION 



OK, so maybe nothing beats the chill of the wind and the thrill of the 
freezing fingers as you're coursing down the slopes of St Merit* in an 
Olymprc bobsleigh - but we prefer to stay warm wrth Digital Integration's 
hair-raisfngiy hot simulation Bobsteigh, which fas every schoolboy 
knows) received 88% Overall last issue. 

Now you can keep cool while you're keeping warm this winter with a 
designer tracfcsuft from Digital Integration {we haven't decided which 
designer yet, but rest assured it was designed and not made by accident 
in a sleeping-bag factory). 

And you can chill out to the sizzling icy excitement [that's enough 
QV&t)6ated frigidity- Man Ect} of Bobsleigh - there are 20 copies to gh/e 
away to runner s-up' (The tracksuit- winner gets one too, of course.) 

Just answer these multiple-choice questions by circling the correct 
answer for each, fill in the form, cut it all out (as always, a photocopy is 
acceptable if you don't Ilka disembowelling the magazine! and send it to 
DASHING THROUGH THE SHOW WITH DIGITAL INTEGRATION 
COMP, CRASH, PQBoz fO, Ludlow, Shropshire SYS 1DB\o arrive 
by February 1 . The decision of CRASH'S appointed judges is final in all 
respects, but they're warm at heart. 



t When was four-man bobsleighing first featured in the Winter 
Olympics? 

a) 1904 
b>1914 
C) 1924 

2 Which country won the four-man AND two-man world 
bobsleighing championships this year (198?!)? 

a) Sweden 

b) Switzerland 
c j Swaziland 

3 In what year did British champs Tony Nash and Robin Dixon take 
the Olympic gold medal for bobsleighing - the only time the Brits 
have done it? 

a) 1964 
b}1968 

c) 1972 

4 Who is the top British bobsleigh driver who worked with Digital 
Integration on the game (and: once beat Daley Thompson in the 
real-life decathlon]? 

a) Nick Roberts 
b} Nick Nolte 
c} NfcckPhipps 




I Winter Olympics be held? 



5 Where wilt tfie February 1 S 

a) Calgary, Canada 

b) Helsinki. Finland 

c) Innsbruck, Austria 

e What is the official British bobsleighing body? 

a) Bobsleigh Society Of Great Britain 

b) British Bobsleigh Association 

c) Brrtish Bobsleighing Corporation 



7 What is a bob skate? 

a) an antiskid technique tn bobsleighing 

b) a kind of fish 

c) a kind of skate 

8 Where would you find a bobstay? 

a) on a boat 

b) on a corset 
cj on a bobsleigh 



NAME 

ADDRESS 



POSTCODE 




A NEWSFiBLD PUBLICATION 

ISSUE 2 ON SALE NOW 

ISSUE 3 ON SALE 
JANUARY 21 & 
THEREAFTER 
EVERY 
MONTH I 



1 



£1.25 monthly 
BRITAIN'S BRIGHTEST 
MULTI- monthly; 



AMES 

OF '88 

And the last of '87 - we analyse what's coming 
soon, what's delayed and what's just an idea 



HEWSON foaks set tor a violent year - 
with game names like Marauder 
fowh!), Overkill (zapppp!), 
Tbuflderiorce (thwacccck!) end 
&itzkrvig{sk.). And coming In January 
there's ttic compilation Four Smash 

But probably Hewson's Spectrum 
biggie will be Cytornoid, a shwrtVem- 
up from Exoton author Raffaele Cecco. 
Promised for February, it features a 
weapon-packed ship plus ptenty of 
narrow escapes. 

Marauder's another straightforward 
sboot-'em-up - 'Inevitably', says the 
software house's boss Andrew 
Hewson, reflecting on his vicious line- 
up - but Hewson also plans a fusion ol 
shoot 'ermip and road-racer In . . 
well, a game with no name yet 

ArtoUuft is adding to the plethora 
til labels with MagFebytM - and an 
impressive launch line-up. First off Is 
Clever A Smart, a slapstick computer 
comedy packed with clues and 
problems, but things get darker after 
that 

Magic bytes's Paranoia {due for 
February release) is compared to 
George Orwell's novel J 934 The world 
is controlled by a tyrannical omniscient 
computer, and only by pretending to 
conform can you carry out your escape 
plan. 

And the arcade/strategy scare-'em- 
up Vampire f § Empire takes you Into 
the death-imbued depths of Draw la's 
castle to destroy the vampire with tight 
Garlic, mirrors and cliches also figure 
prominently. 

Mind you. Anolasoft's always adding 
to the plethora of labels - just a few 
months ago Rtaktir appeared with a 
fistful of releases and then 
disappeared. Now FteaktArs melting 
down with excitement over Out Of 
TWf World, 1 5 levels of alien-blasting, 
Miminoft s keeping its feet on the 
ground and gets off to an old-fashioned 
start with Andy Capp the official 
licensed version of the long-running 
I cormc strip (as seen in The Daily Mirror, 
a corporate relative of Minorsoft . . . ]. 
All the Northern nuances o< 
I superskrver Andy's connc-page 



character appear in the arcade 
adventure - from chancing your last 
quid at lhe bookie 5 to scrounging from 
long-suffering Flo. Andy Capo is out 
mid-December on Spectrum cassette 
and +3 disk, and there's a competition 
in the December 28 Daily Mirrorlo win 
the original packaging artwo(k drawn 
by the character's creator RegSmythe. 

From Ormskirk to Omsk . . in 
January comes the infuriating^ difficult 
puzzle test of nerves and coordination 
Tetrh, programmed in the Soviet 
Union, 

Denton Designs \Frankie Goes To 
Hollywood, The Great Escape) go to 
Mirror-soft for Fox Fights Back, So far 
just an idea, it s the first foxhunting 
game we've heard of but guaranteed to 
stir the vlolencenn-games lobby. 

And then there's DarkCasth by the 
American design company 360, which 
Mtrrorsoft spokesperson Pat Sitton 
calls "super whizz-bang' on 16-bit. 





So that's already half of Mirrorsoft's 
release schedule for I 988 - six to eight 
games, says Bitton, 'more than this 
year but we haven't been terribly active 
this year, We're goingto be hyperactive 
next year 

Konaml continues to put its coin- 
ops on the Spectrum {at least, those 
which Ocean doesn't; must be an 
ekonami of scale) - coming soon are 
Iron Hon*, a fast-mowing, fast- 
Shooting Western game set on a train, 
and Salamander, hyped by Konamias 
'the Nemesis sequel', 

US Golds big arcade conversion is 
Out Run, with five courses of Ferrari 
road-racing straight from Sega s 
famous hydraulic coin-op Hills and 
hurtling trucks are added to the usual 
perils of driving games; Enduro Racer 
will seem like a Sunday afternoon in the 
country after this. 

Gauntlet It sequel to the top-selling 
Issue 37 Smash, adds new creatures, 
dangers, magic powers and bitter 
battles to the much-cloned original in 
over 100 levels or mazes. World Class 

► US Gold's Out Purr, giving Enduro 
Racer a run for your money? 



e> Clever & Smart, comedy launches 
Ariotooff s Magicbytes label 



r isan update, too -of the 
more sedate golfing sim Leaderboard 
released earlier this year. 

But US Gold's champion sports 
package is California Gam**, on the 
Epyx label - six simulations from the 
coolest state including frisbee- 
throwing, roller skating, BMXbike 
racing, foot bagging (keeping a bean 
bag up in the air without using arms - 
sounds silly when you spell out), 
skateboarding and of course surfing. 

And from the US Gold-owned label 
GO! there's Bravestarr. set a little to 
the east and a lot into the future - a Wild 
West 'Style superhero's bizarre crusade 
through the planet of New Texas, 

Also from GO' comes Capcom coin- 
op conversion Stdaarma. an orgy of 
waggling, shooting and vivid graphics, 
as we II as Wizard Wsn> a fantasy role- 
playing game going heavy on the 
graphics as well as complex spells and 
character traits, You're running for 
Chief Wizard - and m Wizard War? 
campaigning means magically sending 
all other contenders la tne back 
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benches. 

GO! s Captain America in The 
Doom Tube Of Or Megalomatm, a 

licence of the Marvel Comics character, 
Yes, It's time to save the worfd again - 
riding the eponymous superhero's sky 
cycle and battling through the seff- 
epicentred Or Megalomann's 
underground headquarters to find a 
nuclear missile. 

What of the Activision stable? Well, 
from Electric Dreams there's a strong 
opponent for US Gold's Out Run in 
Super Hang-On 3 Sega coin-op 
conversion with IS levels and four 
tunes. 

We're not supposed to call System 
3's HfV a sequel - but it's an enlarged 
version of the two-year-old 
International Karate, adding a third 
fighter and new kicks. 

It's back to true sportsmanship for 
programmer Kevin Toms's classic 
team-management simulat ion - Priem 



promises Football Manager It - and 

onto the track for our ex-favourite 
racing star in Nigel Mansett's Grand 
Prix horn Martecn 

It's been held back while Martech 
negotiated a distribution deaf with 
aspiring American biggie Electronic 
Art*: EA admits that after early hype 
prompted by its massive PCWShow 
presence things have gone rather 
slowly, and adding Martech's ten-odd 
gamesa year to its catalogue may help 
persuade small retaifers it's worth 
dealing with the iconoclasts company. 

EA's 0 wn Spectrum plans as outl ined 
by President Trip Hawkins in a CRASH 
interview - everything from Chuck 
Yeager's Advanced Flight Simulator to 
Mini-Putt- may have been rash 
promises, because there's no sign of a 
single title. Still, the company says 
growing pains are over. 

(Will EA sign yet another label to 
swell its distribution package, which 



► Denizen from Players: space action with Jabba McGut 



MORE FROM THE 
BUDGET BOOM 

Gut it s got a massive fine-up Including Apache Raid Collywobbles Vice 
^StSH?^!S. L mie Cosmic ^r^a arcade clone Murphy, and Knighttafl 
And that s just the beginning. Later in December come Dusty Droid & The 
Garbage Gobblers (these sound like cutesy titles from ] 983 i Gang Plank 

ftmuSfST^S? in l*Tyt"£ e pus i es ^ Mw^toctomrlfor those who 
flunked Combat School}. O.K. Yaht and Tenet 

No sign of anything more on Pirate's full-price sister label, Cryiys, though- the 
first Crysvs game, Erik Phantom Of The Opera, is reviewed this issue 
i 0 !^' 9 ! label P romi *« Onrmior early January - it sounds 

Uke standard penetrate-the-security-complex-and-disabletheweapons stuff- and 
twomore for ater in the year Thunderforce throws you ina dungeon a hundred 
years hence (well, 99 years hence by the time it's released} and pits you against 
violent. ruthl es& guards: in Btitzkrelgyou shoot 'emup from a tank and helicopter 

Everything on the Rack-It label will be available for the Spectrum, says the ' 

SSXnSr^fSS? Hew5on ' becaase " ft ' s much easier tD * ^ deet co ™ e,sions 

rJ5£ e y * Qur ? e,f f ° r an J ?"*! auBW of Grand m M ^ trt1es - tot on the tires of 
Code Masters s successful Grand Prtx Simulator comes Grand Prix Tennis 'rom 
M.A.D. (They know a good racket when they see one } 

Also on the MAD. list is Energy Warrior, aid out on Mactertronic 's 
mui ifanous other labels are Knight&hade (lively!) on Ricochet and a host of 

■ CTclcoSSSr 

US Gold's Hung Fu Master 4IS months old) is now out on Americana, and 
Mirror-soft 5 Action Reflex ((he same age) rs on Ricochet alongside Ultimate* 
three year old classic Smashes Knight Lore and Alien 8 

J^^S^SSS^ 6 nwf ™- a S P^« action cliche (with a badd.e called 
Jdbba McGirt!}from the programmed 168) 

Payers also has a few more £6.95 two-game Zap Pake crashing onto the 
Spectrum +3. Joe fitodeand Xante are already out anasingle disk;a set of Dizzy 

and Supernova. The packs also include demos of Players games as yet unplayed. 
— n budget renews; page 165 



also includes CRL and Nexus? No. say 
officials - but then they said that before 
the Martech deal.) 

Finally, there's a unusual combat 
game from Piranha - unusual because 
it's not cute and it's not a licence. 
Gunboat 1 ds you on a high-tech 



search-and-desiroy mission against 
enemy submarines. 

And, yes r we're $U(l waiting for 
Piranha to finish Judge Death - 
dealing with programmers in Budapest 
is taking longer than expected. 

— - compilations: page 34 
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► KonamTs Salamander, 'the Neme&s sequel' 



SALAMANDER 



«*- III 
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GREMLIN SPORTS 



r!^ M n N _ GRAP " ICS ftgj on sports this Christmas - with 3 lineup including 
GaZeT Unakor's Supentar Soccer and Alternative Work* 

TourDe Force gives the power to your thighs m a hectic, hazard packed race 
through five countries. 

GaryUneker's Superstar Soccer combines management and midfleld- you start 
IVL^S as ™ na * ef of a *a5hed-out no-hope team (name your f avourrte) and 
steer it through nine seasons and four divisions against 63 competitors 
Jam? p yets * *? d COach the ,eam - b V choosing one of a half-dozen offensive 
end defensive strategies - and then control the centre forward during the match 
The computer manages your goalie, as well as the opposing team if you eo for 
one-player mode. 7 * v,vr 

Superstriker Unehers connection with the game is a bit tenuous - It's more 
about management than the nitty-gritty of the field - but hey, it makes a good 
iSnEirffi t 3 /?Jl ^ 83f ? ' Grem,wv d ^rsirying, expects to sell over 

ftr? 0 ts first tkoard E 8 " 1 * ^ Ur)eHer Footballer Of The Year.\ 

1 he frst parody of those deadly serious macho sports packages like Ocean's 
California Games has arrived - Gremlin's Alternative World Games features sach- 
mu^add'to fheln 8, pote " cHmbinB and wal1 ci ™ bl «&- SlOy graphics and absurd 

i/-«li"i in Cas ? w ^ v i Gremlin's all sweetness and light, there's also Blood 
r ™** J?l 5rT, f 11 of bla<)d J s jn the 3ir -' the Publicity told us, and we prefarrad to 
read no further. Injuries in the second half are about all we can take 



THOSE CRAZY TIE-INS 

RAPIDLY running out of obvious licences (though nobody's done a GAC4 Macbeth 
yet), the software houses turn to the dregs of culture for their tie-ins. 

Contrived licence of the year must be Droits from MAD. - rather vaguely 
described as an 'exciting phenomenon", it's based on the irrrtetingfy cute robots 
R2D2 and C3PO from Star Wars. 

Superior Software must he feeling silly, too There's a big licence coming from 
Superior "before Easter AlfB*c*u$* based on the TV ads for Cadbury's Milk 
Tray chocolates! 

The ads r which some newborn babies won t have seen, show a superheroic actor 
going through incredible adventures to reach his lady love and hand her the 
chocolates - 'and all, ' the finaJ line says, 'because the lady loves Milk Tray', 

So in Supenor's licence there are five subgames based on the ads: skiing, 
hang-gliding, exptonng a desert, subaqua diving and motorcycle-leaping across the 
Grand Canyon. We love It. 

More plausibly, from Activision comes Knightmarv an arcade adventure 
nddfed with riddles. It's licensed from the Anglia TV/fTv" network role-playing game 
show which mrxes live action and computer-controlled graphics. 

Also from Activision, Predator- based on the skin-ripping new Arnold Schwar- 
zenegger/20th Century Fqk movie which mixes live atlion with dead action, Game 
follows film closely, wrth the player fighting through a Latin American |ungle to repel 
the eponymous alien 

Still m the (ungte. Cascade has the licence for Paul HardcasUe's h-h-h-h-bit song 
Jft Publicity makes a thin pretence of exptonng the angst of an antiwar generation, 
but there are those who think It sounds like Combat School. 

S1<U in the jungle, Piranha has Roy Of The Rovers coming soon - in which 
connection. Incidentally, we have been asked to point out that the Winchester 
champion is real and not a fictitious character as imputed by John Mlnson in 
CRASH Honest 

FmaFly, a handful of licences someone had to buy. 

US Gold has acquired official licences to Charlie Chaplin, James Dean and 
Manlyn Monroe and plans to release The Seven Year Gold Rush Without A Cause 
across all formats. No, seriously, there is a Chaplin make-a-movie (shoot- r em-up?j 
game in the works, but Dean and Monroe are probably best left to memory and 
postcards 

And Argus Press Software (see article in this section) is working not only on 
rjiher Filntstwm game (Wilms vs Fred; you play Fred or Barney) but also on 
the game of a comic which nobody's allowed to identify. 

Still, we're sure that as it whizzers through your Spectrum's chips you'll have a 
(fandy beano of a time, Judy, Mandy, Debbie and Buster did with a demo copy; 
topper the range, they found It, a right little plum, but it'd be pippin those old 
beezers at Argus if we mentioned the name. 

—■ — tie-ins: page 38 



ARGUS RENAMED 
IN MASSIVE CHANGE 

ARGUS PRESS SOFTWARE has been bought by its Managing Director Stephen 
Hall from Argus Press Group, the newspaper-publishing group which launched 
Argus Press Software and its labels Quickstlva. Bug Byte, Mind Games and 

Lothlorien, 

Hall now owns all the software house's shares and will rename it Grand Slam 
Entertainment 

19BB releases will include Peter Beard*ley's Foothill Game (a playing 
Simulation). The Footbaif Association/England Team Came and a Grange 

WW arcade game following on from Argus's successful licensed version of ihe TV 
series earlier this year. 

Coming even sooner are The Hunt For Red October, based on Tom Clancy's 
best-selhng submarine novel- Pat-land, the return ol Pacman man Atan/Namco 
coin-op conversion;; and arcade adventure Tenaman. 
*.«.- 1. — ~r~r~~'~u~, — u , — PacLand camp: page 37 



ELITE TO LAUNCH 
BUDGET LABEL 

ELITE -s to launch a new budget label after Easter, despite the closure of its £2 99 
Classics range a year ago The company says it has about J 00 full- price titles ripe 




f* Code Wasters wunderfcifld Richard Darling (left! and David Darling (right); 
much-hyped by pictures like this 



IS CODE MASTERS 
GETTING IT RIGHT? 

NO SOFTWARE HOUSE is quite as noisily blatant in its self-promotion as Code 
Masters - yet nothing in the software industry has had as much media coverage 
as the image-conscious budget house, now irymg la improve its product too, 

From Qptiomto the Financial Times, Today 'to style magr^to Media Week, Code 
Wasters and its two young bosses {20 t 2 1 ) have been touted as the country's most 
successful, dynamic, godhead, just plain lovable software producers. 

Spectrum-owners have known the truth behind this for some time, and Code 
Masters hasacquired a reputation forJEI .99 games worth thai at most They're nice 
little earners, mind you; nearly all make the lop-ten sales charts, andCode Masters 
claims to be the biggest-selling software house in Britain, having doubled its share 
of the budget mariket from 6.3% (o 12-8% between August and October. 

And now the quality of releases like Professional Ski Simulator and Dizzy (both 
high 70s in CRASH! shows Code Masters is aiming in a new direction - up The Code 
Master* Plm range will feature £4.99 games spread over two cassettes. One 
cassette contains the straightforward game (as available in the £1.99 range) plus 
a more difficult version; the second cassette has extra levels. 

First out on the new label is Jet Bike Simulator by the Oliver twins. Philip and 
Andrew, whose work (including Dizzy, Ski Simulator and the less well-reviewed 
Grand Prix Simulator) accounts tor 20% of the company's sales, 

It sounds like the new label's name is just right - Jet Bike Simulator is a standard 
Code Masters simulation (overhead-view racing) with 24 extra scenanos on the 
second tape to account for the "Plus tag. The word 'simulator" is 'a good addition 
to a title which helps it sell", says Code Masters marketing man Bruce Everiss. 
Leopards and spots and all that , . . 
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MEN OF DESTINY 

DESTINY SOFTWARE 

Teladon is* the producer eta 



mes Yeti ar arcade adventure se 



► Ex-Staritghter Francis Lee; launching full-price Destiny Software 



v 



■ ORDER NOW - ORDER NOW - ORDER NOW 




Howard Kendall says... 
This must be the ultimate 
of all strategy games-Excellent 



NEVER - EVER - HAS a «ca1&all management game been available lor 66 TEAMS 
0< ttftieh AS ARE COMPUTER MANAGED with GENUINE match RESULTS (not ranoomt 
usmg ihe INDIVIDUAL ABiUTlfiS ol 1000 PLAYEflS WITH AN INTELUGFM WE'HOD 
OF MATCH PLAY. 

NEVER . EVER - HASa'ootbill rrwaoamanl gameaUDued ihi transfer of t oro 

PLAYERS taet**en 6€ INDIVIDUALLY MANAGED TEAMS wMn INDIVIDUAL SCOUT 

REPORTS on 1 SXXi PLAYERS And 66 CLU8S. plus Sqw*d rielalls Of EVERY CLUB conlaimng rha«r 

number Of games played and goals scored at ALL 1 .000 PLAYERS 

NEVER - EVER ■ HAS « football manag&ment game allowed you (tie CHOICE OF 

ANY FIXTURE Irom ANY DIVISION witn ALL goalscorers. ALL results for ALL matches 

plus League Tables arid Inures for ALL division with ALL gates individually 

calculated. 

PLUS Poncing. Gale income. Full administration, Stall, Irenes, Physio. Crowd 

control. Match programmes Leaouo enquires. Ground improvernenls. Squad' details 

Field posnions. Hotel, Tra^i expenses. League lines. Promotion 4 reJegalions Banking 

with imprests. Sackings Manager approach Save facility. Printer option. 

HOW HAVE WE OONE IT? By two years or research and planning plus using 

the most sophisticated dala compaction rr.eihods OUR AIM was to produce Ihe 

ult.matfr m a football strategy game we thrnk you'll agree, we have 

WARNING ■ Th.s is a serious managemenl slrasegy dame (No skill levels 

gtmmicks. or random simulailonl 

HOWARD KENDALL says: "This most be the ultimate at an strategy games - excellent ' 
COMPUTER GAMER says: "Thts ts b/ tat the mast re&lmic game ot its kmtS I have ovmr 
came ac/Otsr 1 

YOUR COMMODORE says "On balance tne game is streets aflea rj of Football 
Manager 



NOW AVAILABLE ON SPECTRUM 



ORDER NOW . . . ORDER NOW . . , ORDE R NOW 

£10,95 Including V.A.T. Plus 50p post & packing 



THE ULTIMATF FRUIT MACHINE CAME 

* HIGI ILY PLAYABLE * f AST SPINNING REELS 
* IMPROVED SOUND * HOURS OF FUN 
FEATURES INCLUDE 
HIGH SPEED ROULLETTE • NUDGES • SPECIAL FRUIT 
KEEL CLIMB • FEATURE SYMBOL 
Send cheque or P.O. to ROSSWARE {Dept 451, Mb London Road 
Wesldiff, Essex SSO 9HW 
For fast delivery pul Cheque Card number on back of cheque 



TELE-GAMES 



Europe's Largest Slock Of Video Games & Cartridges For - 

mm 



(US 



0 



2600 



ID 



(N STOCK NOW 

tNintendo) 




® 



WICO JOYSTICKS FOR NINTENDO IN STOCK NOW 

Tne leading Video game spepiaJesls S*nd lor lists < 5 tate make ol qam e i 
TE LEG AMES, WIGSTQN, LEICESTER, LE8 1TE (053^880445] 



AT LAST! 

SPECTRUM SPARES 



1 2Sk ROM 
Z80A 
7«05 REG 
4] 16 RAM 
SPEC PSU 



£2.99 
£1,49 
£1.49 
£10 49 



L_ 



AT REALISTIC PRICES 
All prices include post/packing, handling and VAT 
ULAtSCtlOi £11.99 | SPECTRUM K/DO A RD MEMBRANE 
SPECTRUM k'BOARDMAT 
SPFC I R UM K 'BO A R D I E MPLATE 
SPECTRUM + MEMBRANE 
MODULATOR 
S/MANUAL 

Remember alt prices include P &. P, handling and VAT 
Full spares list available / Trade enquiries welcome 
AceeWVisa. 24-hour T + A. service 
SPFXTRUM REPAIRS £9,99 + PARTS 

ELECTRONIC SERVICES 

17* VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FYS 3NE 



£4.99 

£148 

£499 
£9.99 
£9.99 
£22 99 



Tel. (02531 1*22708 ' 



DREADNOUGHTS at JUTLAND 



ACCESS RING. 
0702 710990 fflam-lpm* 



PLEASE SEND CHEQUES/P 0. TO> 

JOHNSON 

□ PDN DTDHM 39c TOTTERDOWN ROAD 

□ Ll rl I ■in I rl LI 111 weston-super^mare 

LIMITED a v™bs23 4lh 

COMMODORE 64, SPECTRUM 
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(HMS Lion as she appears in the game) 
A SUPERB SIMULATION of the WW1 naval clash 

★ all 64 capital ships individually detailed 

★ 2-piayer and solo (British or German) play options with 5 
scenarios and 5 difficulty levels 

£14.95 incf P&P from: SPECSIM 

59 Chestnut Road 
for the 48k Spectrum London SE27 9EZ 



WIN ANY GAME IN 
CRASH PLUS THE 
COMPLETE T-SHIRT 
RANGE IN A PRETTY 
HAIRY COMP 



. i 



fa 





LENIN had one. So did Franco Frey . Don Johnson always looks 
like he's about to have one, Mike Dunn couldn't if he tried (he's 
so young!) and no-one knows what Lloyd Mangram sports 
beneath that paper bag. 

Father Christmas has a beard, too - but till you can sort out 
these impostors, we won't let anyone claiming to be Santa into 
the Towers to pick up your presents. (OK. yes, we accept this Is 
a transparent He, but it's perrdctly true that you could get some 
of the latest games free by identifying the men behind the 
beards,) 

Just put the letter of the right photo against each namebetow. 
But be carefu I - there ' s one beard we haven 't named , and y o u ' 1 1 
have to tell us who that is too. {Hint: not Mike Dunn,) 

The first entry picked from the depths of Lloyd's beard - gave 
H away! - will win the complete CRASH T-shirt range (as 
advertised on pages 166-167) plus any game reviewed in this 
issue of CRASH (winner's choice). 

Ten runners-up will get the game of their choice from this 
issue, too. So don't forget to tell us what you'd like if you win. 

Send your entries and the filied-in form to BEARD AND 
WONDERFUL COMP, CRASH, PQ Bbx iO, Ludlow* 
Shropshire SYB IDS to reach us by February 1 (think of it as 
an early present for Christmas '88}. As usual, the decision of 
CRASH'S appointed judges is final in ali respects, so you may 
have to take it on the chin. 

(■■■■(■^■■■■■■■■'■••■■'■■■■•■•■■■■■^ 

NAME 

ADDRESS ,„ 

POSTCODE 

IF I WIN, I'D LIKE THIS GAME FROM ISSUE 48 OF 
CRASH ....... ....... . 



Just write the right tetter beside each name 

Kevin Toms (Football Manager programmer) 
Sir Clive Sinclair (Spectrum inventor) 
Graham Stafford (Design - or is he Design?) 
Greg Follis ( Gargoyle Games) 
Alan Sugar (Amstrad boss) 
David Crane (Activision founder) 
Scott Adams (Adventure International) 

And then there's the mystery man . . 
What letter is his/her picture? 

And who is it? „„„.,..,- 




RE: SUBSCRIBING TO CRASH 



Dear Sir/Madam 

It has beer drawn to my attention that this branch has not yet received 
your CRASH subscription order I trust you will rectify this unfortunate 
situation at your earliest convenience, and I enclose our term number 
AORH{467)-B-DG-89 to be filled out in triplicate and returned with your 
settlement by January 6 in order that you may receive Issue 49. 

Yours faithfully 



NAME 

ADDRESS 



POSTCODE 



PLEASE DEBIT MY VISA/ ACCESS ACCOUNT £ 

NAME AND ADDRESS OF CARDHOLDER (IF 
DIFFERENT FROM DELIVERY ADDRESS ABOVE): 



NAME 

ADDRESS 



CRASH subscriptions cost £15 in the UK and £22 
abroad, for 12 issues. Please send this form to: CRASH 
SUBSCRIPTIONS, PC Bom 20, Ludlow, Shropshire 

SY& 1DB, to arrive by January 6 if you wish to start fi+ , 

your subscription with Issue 49. Cheques and postal POSTCODE 
orders should be made payable to NEWSFIELD LTD. 



□ I ENCLOSE £15 FOR A NEW CRASH 
SUBSCRIPTION IN THE UK 

I □ I ENCLOSE £22 FOR A NEW CRASH 
SUBSCRIPTION ABROAD 



PLEASE CHARGE MY ACCOUNT NUMBER 



] 



EXPIRY DATE 
SIGNATURE ... 




THE CLASSIFIEDS 



CRASH BACK 
NUMBERS 



COMPLETE SET OF CRASH from issue 1 
to 47, All In binders. Offers to: J Attwood 
63 Aytsttam Road, Norwich, NR3 2HF, 
CRASH NUMBERS 5-23 Good condition 
Will sell separated or the lot. Phone- 061 
633 919ft ask lor Nell 
EVERY ISSUE OF CRASH (1 44) for sale 
Will sell in groups, or split Extreme semi- 
mental value! Reasonably offers to: 
Simon Roberts. Marshton, Upper Denbigh 
Road, St. Asaph. Clwyd, U17 QRR. Tel: 
0745 582627. 

WANTED CRASH ISSUES 7 and 12. Will 
pay a good price for the magazines If in 
good condition. Price negotiable Tel: 041 
638 1839 ask lor Richard, evenings or 
weekends only. 

FOR SALE CRASH issues 2-45, sell Indi- 
vidually or as a sat. Cash or other offers 
Write to: David Howells, formed, Capet 
Bangor, Aberystwyth, Wales. SY23 3LR. 
WANTED CRASH ISSUES 1 ,7 and 12. To 
sort out details Tel: Liss 892347 or write 
lo: Simon Comwell, Coombe Way, Marl- 
ing Coombs. Rake, Liss. Hants. GU33 
7JE. 



FANZINES 



FORGET OTHER MAGS Ihe oest one has 
arrived The Speccy Mag is lull of 
reviews, maps, pokes, charts and lots 
more. Send 50p to Lee Widdows, 4 Friars 
A verm, Shefieid r Brentwood ll Essex, 
CM158MY. 

NEW FANZINE about Spectrum software, 
hardware and video reviews plus more. 
For further details send SAE to: Mark 
Smith, 20 Foxheld Avenue, West Gate, 
Monxambe, Lanes, LA4 4SS 
rrs cool, rrs fab W* Micro-Byte with 
lots of features including computer, elec- 
tron incs, film and RPG reviews. Send an 
AS SAE to: Micro-Byte, Gorse Bank, 
Garth, Powys, LD4 4ANJ 
HOY GL0MBLES9 SOS «s the answer to 
your distress cail. A totally slappy Fanzine 
on Spectrum games and Spectrum 
games only. (Mostly). 40p plus stamp lo 
Will Brooker, 1QG Woodhitl, Woolwich, 
London, SE186JL 

SPEC-POKE a fantastic Spectrum fan- 
zine. Includes reviews, pokes, adventure, 
help etc Send £1 cheque/po and a S AE 
to: Gerald Wiihenngton, 4 Westhetd 
Road. Rhyl, Clwyd, North Wales, Lite 
4m 

PRO USER is a Spectrum mag, pokes and 
tips needed or if you would like a copy 
send 50p and an 18p stamp to: Glen 
Stanbridge, Stonerkige, Upperthorpe. 
Westwoodside, Doncasler, South York- 
shire DN42AQ. 



SPECTRUM SMASHES is a new fanzine 
for your Spectrum. It has forty pages and 
is only 30p So write to: Mark Bruce, 56 
Baldwins Hill, Loughton. Essex. IGW 7 SF. 
TAPE FANZINE Professional and amateur 
software, PGM and music reviews. Send 
game for review and/or SAE for details 
of issue 1 to: Paul Brogden, 10$ Liverpool 
Old Road, Much Hoole, Preston. Lanes, 
PR4 4QA. 

TAPE MAG is now only 75p a month. For 
your copy send 75p to: Tape Mag UK, 22 
Bridie Cktse f Banbury. Oxon, 0X16 9SZ 
Tape Mag comes on tape. 



HARDWARE SALES 

RUBBER KEY SPECTRUM for sale, with 
black and white Portable TV, Tape Rec- 
order, Interface and 21 games. AH for 
£100 o,n.o. Quick sale needed. Ben 
Parry, 0291 424862. 
128K +2 UNDER GUARANTEE 
Kempston Mouse, SpecDrum Cheetah 
Joystick. AJI boxed, recent software, 
loads of mags. Worth £450 sell lor £250 
o n o Bargain! Tel: Andrew Rea, 0626 
68491 

AMX MOUSE GP505 Printer - £45 each 
or both for £75. Bom in excellent condi- 
tion. Alex Waddell. 136 Mkren Drive, 
Duntocher, Glasgow, G81 6LD. Tel: 0389 
76377 Genuine reason (or sale 
SPECTRUM 128K Data Recorder, Micro- 
drive + Interface 1 . Multiface 128, Joys- 
tick Interface. Joyball, £200 of software, 
20 cartridges, 30 spectrum magazines, 3 
books, worth over £450. Sell for £200 
o n ,o. Phone: 040 922 447 Evenings. 
SPECTRUM I 2 FOR SALE Printer, Joys- 
tick, 50 games. Portable Mono Televis- 
ion, Posters, Atari Console. All for £2501 
Barry Hookway, 01 -803 3873g 
SPECCY 48ft with Interface U and five 
new games. Very good condition, sell lor 
£80 or swap lor Commodore 64 and data 
cord. Contact Mark Cowan, 0469 75046. 
FOR SALE Spectrum 126 plus lots of 
hardware and software E200o.n.o Write 
to: Mr E Lotman , 7 1 Rebecca Court, High- 
vfewRoad, Sidcup, Kent, QA14 4W 
SPECTRUM + vTXSOOO MODEM, Wafa 
Drive, Joystick Interface Plus £200 of 
software, Any offers Phone: 0321 2 4336 
or write to: Jason Bennett, 27ParkCrofl 
Potegats, East Sussex, 8N265LB, 
WELL CHEAP CHEETAH Sweet Talker 
(speech synth) boxed with instructions, 
In perfect condition only £10 plus post- 
age, Sale due to upgrade. Phone: Anil 
Sem on 02357 3160 (after 4pm) 

SPECTRUM Beta Disk Interface, 5 25 
Inch Drive, Games Disk, £175 worth of 
tape software, swrtchable Joystick Inter- 
face {Kempston, Cursor, 12), Ouickshot 
Two Joystick. Any serious offers, Tei: 
Rochdale 56823 and ask for Mark 



ZX SPECTRUM + with Joystick and 
Interface. Modem with comm. software, 
Data Recorder AJI boxed and in good con- 
dition £1 92 with over £500 software, sell 
for £250 Tel 041 357 3306 
FOR SALE SPECTRUM + 48K. Interface, 
Joystick, Tape Deck. Dost cover, plus two 
games for EEO. Tel: Maldon 783619 ask 
for Stephen Lir>coln. 

SPECTRUM 128K +2 for sale. Excellent 
condibon. Plus games. Hardly used, 
£100. Tel 0895 442659 after 6pm and 
ask lor Dave. 

4BK SPECTRUM Data Recorder, two port 
Interface. Kempston Joystick and leads, 
plus over £500 worth of original games In 
3 cassette boxes, £200 o.n.o. Phone: 
0245 321 123 ask for Martin, 
BOTTOMS UP! 0.K Mow I have your 
attention, I'm setting a MSX witn a remote 
control robot, plus games Good condi- 
tion, worth £300 sell for £125 Phone 
Reading 867395 after 6pm, ask for Ste- 
fan. 

FOR SALE 48K Spectrum computer, with 
Light Pen, RAT, and many other extras 
Including Lo-protile keybord, plus soft- 
ware, £150. Tel: 0773 863265 ask for 
Paul. 

ZX SPECTRUM PLUS with Interface 1 and 
Microdrive Interface 2, Multiface 1 
Quickshol Joystick, loads of software, 
Data Recorder and many magazines 
Including all issues of Input £300 one. 
Tel: 01 -397 3089 after 5pm and ask for 
Marcus. 

SPECTRUM FOR SALE re-laced recendy , 
Tape Player. 200 games, Currah Speech, 
Interface, 2 Joysticks and every issue of 
CRASH worth over £600 cost £160 ono. 
Tel: 0253 S24288. 



HARDWARE 
SWAP 

WILL SWAP MY Joyball for a Ouickshot 
II or Cheetah 1 25 Joystick. Joyball is in 
brilliant nick. Please make sure joystick 
Is In good condition before applying 
Phone: 0670 761283 ask lor Gordon 
SWAP SNAPSHOT II interface and soft- 
ware, very little used, for ZX Interface one 
or any offers considered . Contact: Connor 
Sadler, 40 The Oval, North Anston, Shef- 
field, S31 7BY, WY 

LOTS Of STUFF to swap. Sharp Data 
Recorder, new, boxed, Snapshot H, New 
model 200. Games to swap. Ken Mac- 
lean, is Tom-Na-Fatdhir, Ctaggan, Fort 
William, FW3&V. 

INK PRINTER FOB Spectrum 2 
wanted Will swap tor cash, Hardware or 
software. Write to: Lee, 7 LongtoU, 
Maghuil, Merseysioe, L31 6AF Tel: 051 
531 0102, 



HARDWARE 
WANTED 

WANTED DELIS EX MACHINA - for C38ft 
or as a swap - and a vTX 5000. Phone: 
0734 479466 ask for Tim or leave name 
and number 

WANTED MULTIFACE ONE musl be 
reasonable also 128K wafers for wafad- 
nve Write to: Paul Balmer, 23 Percy Gar- 
dens, Whitiey Bay . Tyne & Wear, NE25 

m 

WANTED SPECTRUM THERMAL printer 
in good working order. Plus any printer 
paper. Vou state the price Tel: 0272 
843293 after 5pm and ask lor Pierre 
WANTED HGTRQNICS WAFADRWE or 
Microdrive and Interface 1 will swap lor 
22 games including Elite, Tomahawk, 
Ping Pong etc. Ring Gary on 0642 55B02 1 
after 5pm except Wed and Thur. 



WANTED MULTIFACE ONE Of Snapshot 
2. Will swap for DK T rentes Llgntpen, 
Designing Pencil and Friday 13th, must 
be in good condition. Tel: 0388 81 6553 
PRINTER AND INTERFACE wanted for 
4SK Spectrum £25 max. Tel: 0587 20974 
ask for AJan. 

WANTED URGENTLY Working Muttiface 
one. Swap for many games. Ail original. 
Write to Dan Warner. 7 Qsberton Road, 
Summertom, Oxford, 0X2 7NU, or 
Phone: 0865 51 1 775 after 4pm and ask 
for Dan. 

WANTED COMMODORE B4, plus leads 
and tape recorder. Send lowest price to: 
Steve Gallon, 8 Sumidate, FetlsideParK 
Whickham, Newcastle Upon Tyne, NEW 
5TT. 

PROFESSIONAL KEYBOARD WANTED 

My girlfriend te learning to type so rubber 
keys are no longer good enough. If you 
can neip contact: Ray Casson, on 0946 
63600 (Good excuse, huh? 1 ) 
ALPHACQM POWER PACK Or complete 
outfit. Contact: K A Schlmmel. 5 Darwin 
Close, Nottingham, NG5 9LN. 

HOMEGROWN 
SOFTWARE 

EXHANGE UNWANTED cheques/POs 
value £2.75 for brand new copy of 
graphic adventure Homicide Hotel, as 
recommended in Septembers CRASH 
(64*). Send to: Wflllsoft. J 0 Wheatiands 
Park. Redcar, Cleveland. TS102P0, QRY 
ADULTIA mind blowing, humour tilled 
adventure for your Spectrum. Beware it 
won't be easy. £2.00. Sem within 7 days, 
Cheques or PQ's to : G M Dobbs, 37Bryn 
Hedd, Hewdreforgaw Estate, Gufach 
Goch, Nr. Forth, Mid Giam, CF39 BUT. No 
cash please. 



PBM 



PSM. Three great PBM games, boxing 
laniaey and war games, Turn costs 40p. 
For more details and start-up write to; 
Anthony Brown, East Park Avenue, Hufi, 
N Hvmberside, HU8 S4f . 
PSM? Domain is the latest play-by-mail 
game, a futuristic land ownership game. 
Greai value and enjoyment Send SAE 
to: Domain Systems. 4 Park Grove. Bex- 
leyheath,fmDA76AR. 
PBM SOCCER MANAGER new league 
starting the ultimate so far in PBM soccer 
games Priies tor winning managers. 
SAE to: R Sullivan, 47 Thors Oak, Stan- 
tord-Le-Hope. Essex, SS1? TBI. 
PSM Sector ZZ9 Plurai Z Alpha. Hand 
moderated Sci-fi PSM, Trade, war and 
diplomacy. SAE to: P Brogden, 100 
Liverpool Did Road, Much Hoole. Preston. 
PR4 4QA. First five replies - free setups' 
COMPUTER-MODERATED SOCCER 
PSM. Detailed print-outs, free turns offer 
and more lor only 50p and stamp per 
turn. SAE to: PMS, 554 Goresbrook 
Road. Dagenham, Essex, RM9 4XD 



SOFTWARE SALES 



GAMES FOR SALE 10 games on one tape 
for only £2 Also a pokes tape with over 
50 pokes for free. Send a SAE. to: Marc 
McLean, 164 Cumbme Crescent (South). 
Hawthomhill, Dumbarton. Scotland, G&2 
5AR. 

WIDE VARIETY Of games including 
Bombiack. Bobby Bearing, Shoot Daze, 
Ghost Busters and lots more, 27 In all, 
only £30. Contact. Mark Andersen 0273 
36084. 

SEND FOR V0UR free leaflet containing 
many second hanrt titles. Write lo: C Hirst 
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ii Station Road, Hontoy. Huddersfield. 
West Yorks, HQ7 2LL Please include a 
SAE. 

SOFTWAflt FOR SALE send a S AE for 
mm details to: Ian Forbes, 14 Dorset 
Avenue, Barley Mow, Biftley Chester -Le- 
Street County Durham, OH3 2DU 
GAMES FOR SALE atl anginal prices 
tarn Sflp. Also SpectravidBO Joyball for 
sate, only £10. Phone: 0691 652989 after 
tipm, ask tor Adrian 

AM SELLING OLD Qames at less than 
50% shop price. Full Mst from Ian Sum- 
ter, 10 Atl Saints Close, Springfield. 
Chelmsford, Essex, CM! 5HT. All letters 
answered Firs! come, first served. I pay 
P&P 

30 GAMES INCLUDING Rocky, Chess. 
WaSy, Cyiu, Jet Set WiHy, Bruno. Z&xxort. 
Ghost Busters, Froggy, Splat, Arcadia, 
Pjtjamarama and Pheenix Pyramid. Cost 
mt £150. Will sell for £40 Will not split. 
Phone; 0923 30868 ask for Peter 
SPECCY SOFTWAflf FOR SALE HO 
pftis games from 75p. All originals. 
Gauntlet £4, Mercenary E5, Elite £6, 
Cobra £3.50. Phone 0285 66370 or write 
to' Tara Morton, 35 Bowling Green 
Avenue, Cirencester, Glos, GL? 2H8. 
SPECTRUM QAMES Gauntlet Highlan- 
der, Prohibition, Deep Strike, Cyberun. 
Space Harrier, Tapper, Avenger, The Bog- 
Sit, Kat Trap and Butch Hani Guy. £3 
each All originals. Darren Martin, 74 
Church Road, Topsiey. Hereford, HRJ 

m 

SOFTWARE SWAP 

HELP I NEED Doomdarks Revenge. Will 
swap for Curragh Speech. Wot a bargin. 
Write to: Paul Gale, / Cumbrian Way, 
toflbrwk, Southampton, Hants, SOI 4AP, 
It would help if you were local. 
GAMES TO SWAP send your list tor mine 
Over 250 games. Write to; Paul Shanks. 
57 Outer Circie. Tatinton, Somerset, TA1 

m 

SPECTRUM SOFTWARE EXCHANGE 
CLUB, Tired of your software? Then write 
lo us to obtain details of this club. SSEC, 
7 Longfold, Magbult, Mersaystd*. 131 
SAF. Send a SAE. 



HUNG REDS OF GAMES 10 swap Send 
your list far mine. (Anyone into war 
games) (Irish cyclists rule} Write to. 
Dezzy Gibbons. Bodeen, Tetoath, 
Co.Meath, Eire. 

WILL SWAP Cauldron If, Super Soccer, 
Cyberun, or Fat Worm for Exoion, 
Bombfack, Zynaps and Green Beret 
Phone: 0203 66261 1 ask for Daniel. 
PLEASE CAN ANYONE swap The Uving 
Daylights tor Leader Board. For more 
details Tel' 0723 352342 and ask for 
Paul. 

70 PLUS GAMES to swap Send your Nal 
or SAE. for mine Mr C Cooper. ' Cm 
Manor Avenue. Leeds. Yorkshire, LSI? 
5BJ. 

DO YOU LIVE IN Ba/nsley? Are you fed up 

with your old games 7 Then swap mem 
for my flames Write to: Robert Sorfleet. 
168 Huddersfield Road. Flat 3. Bamsley, 
S75 1HA. 

SOFTWARE SWAPS and sales club. &uy. 
sell and swap games, Free games lor me 
firs) 10 members. For more information 
send a SAE. lo: J Pancae, 19 Cotswold 
Avenue, Sticker, Cornwall PL26 7ER. 
WILL SWAP GAMES adventures with 
you. Send your name, address and your 
list as soon as possible to me. Michael 
GotiJiey, GaiwayRoad, Rosecorrtmm, Ire- 
land. 

WANTED: all your fancy loading routines. 
Will swap the latest software including: 
Stargtlde, Exoion, Batty Barbarian, Wiz- 
batl and much more, Also wanted MuF- 
liface 1 28. Tel: 0563 43190 ask for Scott. 
» WILL SWAP Leader Board, Scooby Don 
for Killed Until Dead. Phone: 0232 
867807 and ask for Joseph. After 6pm. 
YD" WANNA SWAP SOFTWARE? If so, 
please contact Samu Mteionen, at: 
Hameanpuisto 15A28. 332 W Tampere, 
Finland. P.S. Over 900 titles to swap! 
Trade Enquires Welcome . PAS write 
soon, don't hesitate 

4*128 GAMES TO SWAP I have ower 
1 200 games and I will swap with anyone. 
Many latest titles. Please write to: Jukka 
Kosonen, Kumpu 58700, Suikava, Fin- 
land. P.S, including 3! 
Hit t WILL SWAP my games tor yours. Ail 
mine are tap games. Send your fist for 



mine to. Paul Ryan, 292 Northway, 
Maghull Merseyside, L31 6BQ. 
SWAP Chiller, Transmiter arid Sigma 7 
for Radarscan, Qestruct, Exoion or 
Sidewize. From: Matthew Hutchinson, 
Forest Edge. Rhodes, Minni$ f Nr Canter- 
bury f CT4 6XX. Tel: 882875, 
WILL SWAP Stargtkfer lor Elite. Also 
swap Quartet, Dragons Lair 2 r Army 
Moves and Cobra. Want Sabateur 2 and 
any new top games Phone: 061 633 
6488 and ask for Andrew. 
YOU WANT GAMES I got them, send 
your list for mine. I have stuff like Cobra. 
Barbarian. Uving Stone, Sabohjer If, 
Wonder Boy. Arkanoid and Silent Service 
etc, N. Boeren, Voomuis 15, Drachten 
(PR) 9205 8D, The Netherlands 
MANY GOOD GAMES to swap including 
Exoion, Trap floor and Gauntlet, Your list 
for mine All letters answered. Write to: 
Jonathan Livingstone, 15 Duari Drive, 
Newton Meams, Glasgow, G775DS. 
WANTED AMX Mouse? Artist (I and 
Animator 1 Will swap for Enduro Racer, 
Batman, [Iridium, The Sentinel many 
others. All originals, Tel: 0582 507696 
ask for David. 

WANTED Chaos, D-Day and Battle Cars 
by Games Workshop. Swap for Druid, 
Thantos, Popeye, Thrust, I Ball, Rats or 
other Tel: 0222 B82582 and ask for Brad, 
after 6pm Or write: Brad Owen, 262 
Bedwsas Road, Caerphilly, CE8 SAW 

SOFTWARE 
WANTED 

LYNX COMPUTER SOFTWARE wanted. 
Games wanted as soon as possible, If you 
have any games lo sell Tel: 0603 744947 
between 5pm and 1 0pm. ask for Wayne. 
WANTED Spectrum version of tkari War- 
riors or Fist 2 Tor any two of the following 
games: Uridium, Exploding Fist, Zaxxon, 
Double Take or Football Manager. Mail 
Bailey, i9SLCamerines Crescent. Bram- 
fey. Leeds, LS132JU. 

OTHER 

OVER 60 OLD and new pokes for 65p and 
ihere is also a free game for die fast 



person to order. Send SAE and cheque 
or P0 lo: Paul Lewis, 45 Epworth Rood, 
Rhyl, flwyd. N. Wales, LL18 2NT. 
DESPERATELY WANTEDPIus Two Man- 
ual Will pay! (My Spectrum fell off the 
back of a lorry), Also Quill, illustrator and 
Patch. All for £10. Phone: 0602 264471 
ask for John. 

WANTED any tips on SpecDrum prog- 
ramming, including writing scratch sam- 
ples. Also any Information on MIDI would 
be gratefully received, cheersl Paul God- 
ley, 3 Maxwell Road, Uttfehampton, West 
Sussex, &N17 7BW 

PROFESSIONAL PROGRAMMER 
REQUIRES good, imaginative graphic art- 
ist (London or South fast}. Phone: Mark 
on 01-577 7799 (anytime), Ask lor room 
4. 

WILL GWE Graphic Adventure Creator 
and Max Headroom in exchange for 
CRASH issues t -2. 5-6. 7-16, and 19. In 
complete unmarked good condition. Ian 
Bock, Cuckoo Pen, Aughton, Cof- 
fingboume Kingston, Marlborough, Wilts, 
SN8 3SA. Tel: 026485 286. 
WANTED FELLOW ADVENTURER to 
swap clues and hps. AJso Into G AC. and 
Strategy games. Send a SAE. to: K 
McBain, 52 Fox Covert Avenue, Edin- 
burgh, Scotland, EHI2 6W. 
WANT MULT! FACE POKES IT* for only 
70p. I'M provide "300+" m/f POKEs! 
First 10 replies get a Soeccy game 
free. Don 1 ! delay, order todgy! (include 
SA E ) Robert Gabriel, 87 Highland 
Terrace. Uffcufme, Devon, EXJ5 3£N 
CAN YOU PROGRAM $ Spectrum to talk? 
Send games fon tape), telephone number 
and address to: vmcerrt Vlty, 19 Croft 
Street, Morecambe, Lanes, LA4 5SS. (if 
wanted back include enough postage). 
WANTED hints, tips, POKEs and fanzines. 
In fact any help at all. Please please can 
anyone help me with Holy Grail and 
Sabateur. vlnce Butler, 12 Park Road, 
EarfShiiton. Letcs. 

ADVENTURE SOLUTIONS! Over 200 top 
solutions available, Including The Pawn 
and Shadows ofMordor. 50p each or for 
full list send SA.E to: Lee Hodgson. 54 
Church Street. Tewkesbury, Glos, GL20 
5RZ 



i 



M your ad isn't featured this month, don't despair! We'll do our best to get 
it in ASAP ono (as they say in classifieds}, and if the worst comes to the 
worst (which it hasn't for two months now, but we're still waiting) you can 
always send the ad in again. Don't forget to fill out the whole form, give 
unflinching obedience to the small print below, and USE BLOCK CAP- 
ITAL*! (Otherwise the worst could come to the worst,) 



1 individuals and small arqantsations such as fanzln** and homegfown-sollwjtfe publishes Eire 
welcome to use lha CRASH classifieds, bul proiessional businesses cannot. PaxHor 
clijsyfieds for businesses wtll protmttfy bo introduced soon 

2 Ctasailied ads should not be mora than 30 words long (numbers, postcodes etc counl as on* 
frOfd each), and Ehoufd be w itien In ?be bones provided, tnere is no box "number sorwee so 
YOUR AO COPY MUST INCLUDE YOUR ADDRESS ANCHOR PWC++E NUMBER 

1 Classified ads rmist be submrtted on a CflASH ctftssjUwt* Torn*. Or a photocopy otrheTorm 

4 Absolutely no ads for selling or swapping r*fal8d satlwars or which encoixa&a Software piracy 
will be accepted 

5 CRASH raservBS the nohls to atiM , puulisn and not publish <Has3if l«d ads without reference to 
the advennet. and Ihe magazine js. no! table for any loss caused to advertlMrs through 1heir 
own wording erf ad copy Of Ihe appearance or nonappearance o? ads 

•6 If you sentl an ad m PLEASE don 't ring u* up a&Kfng when it a going to b& published - we'll just 
prim as many in eac* issue as we can [the worsl Coming to the worst noJwtfiStandirral 



I WANT A FREE CRASH CLASSIFIED! 



WRITE YOUR AD COPY IN THE BOXES, 
CHOOSE A HEADING, AND SEND THIS 
FORM (OR A PHOTOCOPY) TO: THE 
CLASSIFIEDS, CRASH, PO BOX W, LUD- 
LOW, SHROPSHIRE SYS 1DB 

WRITE AD COPY HERE . . . 



NAME 



ADDRESS „. 



TELEPHONE NUMBER 



POSTCODE 



HEADINGS (TICK ONE) 

CRASH BACK NUMBERS " 

(OFFERED OR WANTED* 
FANZINES □ 
HARDWARE SALES □ 

HARDWARE SWAP j~ 
HARDWARE WANTED 



" HOMEGROWN SOFTWARE T 
PBM _ 
PEN PALS 

SOFTWARE SALES r 
SOFTWARE SWAP Z 
SOFTWARE WANTED OTHER 




WINNERS ^ 




GAME SET AND 
RESULTS 



WE WERE swamped with entries 
for Ocean's hat and sweaty Issue 
46 competition - despite the coc- 
kup on the wordsquarel As we 
speak (well, write) Paul Phillips 
will be looking forward to the first 
prr2e of a video recorder, the video 
game Winter Olympics and the 
Spectrum compilation Game Set 
And Match, which Ocean will be 
whisking down to Bristol 05 13 
soon. The four lucky winners of 
second prizes will each be receiv- 
ing copies of Winter Oiympics and 
Game Set And Match, They are 
lain Waring, Dyled r Wales SA1 9 
8HA; Paul Hampson Luton, Sed- 



fordsnrre LU4 9AH; Jon Lee, 
Addlestone, Surrey KT15 2TQ; 
and Lee Ritchie. Bonnybridge 
Stirlingshire FK4 UN. 

And another five clever runners- 
up will each receive Game Set And 
Match. They just happen to be 
Ronny Meikle. Glasgow, Ayr- 
shire, Scotland KA4 8JN; Andrew 
J Sylvester, Dudley, West Mid- 
lands DY1 2QX; Richard Mac- 
Donald, Scotstoun, Glasgow QU 
902; Gary Sidwell. Market 
Weighton, York YQ4 3DH; and 
Howard Alexander, Faversham 
Kent ME 13 SKW. 



STOMP, 
STOMP 
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A RAMPANT gorilla rampaged 
through November's CRASH, not 
only breaking out to the cover but 
also starring in an Acti vision Gomp 
heralding the imminent Rampage 
coin-op licence. 

There's no monkeying around 
with competition entries but when 
it comes to prizes, how could we 
resist? The winner of a fabulous 
complete gorilla suit is Steven 
Frtzpa trick from Slough, Serks 
SL3 8UD. Second prize goes to 
Jake Johnson of Lydgate, Old- 
ham, who receives a gorilla head, 
hands and feet (not real, we hope). 
Brain Lawson of Fife, Scotland 
KY12 9HJ gets a gorilla head and 
hands (not the same two-headed 
AEowIEujJ 9° riJla ' presumably . . . }. Fourth 
fft*i \ w* ' prcze of a Q° m & nead goes to Llf- 
* fdn Edwards of Llangefni, 



OH, WHAT AN 
EXOLONT COMP 

And oh, what exolont prizes as 
stumped up by Hewsorv for this 
Issue 43 caption comp. The winner 
was M Williams of Kent TN10 3EP 
who came up with the caption 
OK . . , OK. . , you've sussed me 
out . the Milky Bars are on me. 
It may have displeased Mike D for 
a while but it had me tittering into 
my sticky bun for hours, rf not 
minutes, M wins a VIP day out at 
The PC W Show, a water zapper 
and a copy of Beaton. 

The three runners-up. who each 
receive a waterzapper and a copy 
of Exoton, are Joe Hole of London 
SE1 0 0SX, Lee ShairOck of 
Liverpool L32 8US and Paul 
Tinker of Nottinghamshire S61 



Gwynedd U77 7SJ (perhaps we'll 
just nng the zoo . . . L And fifth out 
of the cage was J Norton from 
Ashs ngton, West Sussex > who gets 
a rubber (whew!) gorilla mask. Like 
the following 25 runners-up, ail the 
above receive a copy of Acti vi- 
sion s flampageand atriffic poster 
of the game. 

6*T InglWm. Owt«\ Manehaatar Ml« 
flNJi S Javoft*, Wombauma, iMi WV* 
*m Mark Umt, Brighton, Suiux em 
SS^ESV. S^rton Lock, Darby 
D£*flEW: StapoanPalllric. Praalan, Linca- 
SOP; Tr K y Thomson, Utrg^ 

Scotland ABS OJO: S^pherv ftrodburn. 
Swlnlen Manch*ttar M?7 1LU; John 
flaw* ar, S**fwd. Lmc* MS 3f>Q ; Sham Ha*. 

County 0*rry. H Inland BUT 4T«: Mr 
A Aktfc, St*4rtmd9a r W.Mida DYU 9BG- 

1 C4i " M *"' County Durham 
S2 7 SW^0Cic«o r Cardiff t Waft* CPS 

M? 840 BwF »«. Sataacta, Lwrpool 
^ S ^.^ h T^ cF " dy#n ' Norbufy, Lai- 
don 3W14 4Q6; Maltha* AJaxanctar, 
ShnwBtaufv, 5hrop*hl re SYS SLY; Qrarrt 
Nfitrvmi, Romford, Enti RHf SEX; Stuart 

Staphart PttytMan, Si Ratal*. btrHy^t 

S^^ortm S72 7Bfi| P aiackte* 
Watartoo, Uwrpcfll L22 1RF; Imaad Shan, 
Wlmbladon. Loodon Swit 4AA; j^n 
McGrath , Swindon,. WHta Shig. 2RJ. 



ONR. 20 runners-up each receive 
acopyoffjro/onandtheyare . . . 

Mr S O Crane. Latcvfttan Sunon Lae, O+iW 
OE7 BR; Owan Oart, Nottingham NG4 4FL 
O Elockatl. Co Durham; Daniel Ooufda 
Norfolk NH2fl OJN; Mart, Sammortti 
Wandsworth SWtB 4AJi MartJn Soraggatl, 
Country CV2 IRQ; David Navin r Un?, LM 
Jon William^ GIob; Mr R Babb. But k 5 
SOS; N«U Taytor, TQ1 4Pf 

Staphflfi Sticking,, |_fl«c» LA3 2QW; John 
Haawy. Pahfaar gg OHO; "A won C Moum'. 
£5^3* 5SS; Martm Ql1 ^ Starr* 

L£l&BNBi Oa-r SHaphard, Avon DSl SflTD; 
Hobart SMIdon. Wart Midland* 67? 1HY; 
Ctwrlaa AJten Ehirby D£3 2JE; and AdiiBn 
Malonty, rvrWIgan WN€ if EM 

A cautionary tale: an entrant with 
the caption 1 Okay, it was me. I 
stole the buttered sconei 1 would 
have been one of the runners- 
up , . . but he/she forgot to give a 
name and address! 




GREAT NEW AGGIE 
BUYS AT GREAT NEW 
I AGGIE PRICES 

up to 20% off FULL-PRICE games 
including p&p! 



COMBAT SCHOOL 

Ocean £6.40 cassette, £11.95 disk (was E7.95/E14.96) 
MA TCH DAY II Ocean £6.40 cassette (was £7.96) 



BUDGET BREAKS 



Buy THREE £1.99 game* 
and GET ONE 

I 



£1.99 GAMES 

AGENT XUMssieiinmc 
ATV SIMULATOR Cute Masters 
OEVWfTB Players 
GKZr Code Masters 

FRUIT MACHINE SfMULA TOR Coda Masters 
uYWWflCW Top Ten Hits 
F^fllfVPATWJtFlrfltirclSilvaf 
ftiNTAKIU RITA Masteriroric 
RiCOCHET Firebird Silver 
fl/DWO THE MP/05 Players 
STAR PILOT Firebird Silver 
XANTHIUS Players 



Buy THREE £2.99 game* 
and GST ONE C2.09 
game FREE! 

Take your pick from the 
budget bundle 
£2.99 GAMES 

Rack- 1! 

DRAUGHTS GENIUS Rack-It 
LAZER WHEEL MAD. 
LEVEL 5 MAD, 

OCEAN CONQUEHOH Rack-ll 
aUWCErV Arrericara 
U CM. MAO. 
*W?GWS Firebird Sirver 



PLEASE NOTE: this Dffwr Is subject only IP 
I the dtecountt d*ta«*d «beva; athar 
I cHfctaufrti iue*i aa CRASH subscribers' 
ra discount! ami th* Mrm«l CftA&H 
I MiH Ordar tMJk boy^g dkacounts do not 
I "^Tha* 0 I* 111 * 1 ™ W thlFDL> ti h this offer. 



Iuuea 43, 44. 4S, 46, 47 and 46 of CRASH, 
and most an »iil>aMa» but CRASH carnal 
OUaYWMM that thay are ready yet. If ki 
doubt give Aggie (afiaa Card Kinsayt a rinfl 
do <G584f 5*20 to find Out whether the daisy 



4CFJ 

JtJJBW? 




THEN THERE'S . . . 

Cascade Games E7 JO (4BK|, E7.95 {1 2BK) 
- (US Beceic Drearo £7.99 

IW AHUAOeDOOMmUMsrecA C10.40 
X fflCM Ocean tt,40 
BWiLflfflEAAfftCRL Eft *0 

HASML THE Gflfi r AWMJSE fl£7E£TWGn»r*n Grsprtc* £6 40 
ACBSUWDgilal Imtnn £7* 

svaaiEBOBSLE Retxnj «.« 
cEMTuwmrteantn re.4Q 

CMAMPKMSHtPBASEBAU&r*st*V& 
DEATH OH GLDSVCHL E7.H1 

ommtOMimto Gmphcs «.4o 

MUM incwt^ eh .96 cassette. E1440*sh 

ERiK: PHANTOM Of THE OPERA Qmh] C6.4TJ cassette, E7.55 A* 

RUMIfVPf anha E6.40 

fflEWrMWf srrjeean C6C 

tHJMfO^CTlma9nflEft.40 

GUNSH1P McrOPrae C7 95 cassette. El D.«0 dsk 

HOWTOBC/k COMPLEX. ItfMhVV ran Games ES,40 

r/KSTEftU Scflwam Pro-sets E6.4Q 

IMPLOSION Cascade E720 

;W0iAAU JWCSUS GoW E6.4Q 

J4C« mEM^fllfitf COCOnOTC^ASG'emn^ 
JHCKUKcnami E6.4C 
JACK THE RIPPER CPU. VM 

twmnwm&QMttM 

MASK I GrBffhf frapfiks E6.4D 
aUSTJrGienln Graphcs Efi.*D 

jmejuv stpeax men* Cft*o 
MEmXitt4Arf4^a9»nE7.95 
WfJOttlSTrWCEV rrt/sar: D5.4Q 
MVSTEBV 0f THE AULfFirdwd HMD 

W^STEIeclncDmarrsETga 
flK4Jf7CWPLUflOceanE6 40 

rTOLEASttfHtt E6.4& 

/MU/fUS GottfMQ 

S4ML9UJ IMIWWyfiremlH Graphcs Eft4Q 

SCRASBtE DELUXE Leisure Genius C6.80 ctssette. C12 BOcM 

SITUS GoM £750 

frAUfVOLJHrtPak E9.&5 

S/OfWALK M-mt aires C7.95 

Sf4flfO>fPlft*(|rjrt7.2f] 

SW?HHJISDorraixE7.95 

SWSTAJtm. C7 20 

J tf l lla Wi WfA dlWCT E7 35 

AJ««lWftUSGQldE6.43 

7HH0WGW JMF TW DOOW P^ha ?t 

THUHDERCATSi Ula ES.4C 

TWNOERCEPTtWFAST H ' flWWOWSSO' E6.40 

THA/VTOff - 7W LAST STORMWOOPEfi GO E6 40 

mflMLL Ocean 

XOftL&golrwEft.4D 

IfES flfffflff MMSTTER Mosac d 1 .95 



SPECIAL DISCOUNT OFFER 

I would like to wder the following game(s) as they're at such fab and 
groovy prices r hanks to Aggie's sudden burst of generosity. Tve listed 
below what I would like and I've enclosed a cheque or postal order for 
the correct amount, made payable to NEWSFIELD LIMITED. 

Prices include postage, packing and VAT in the UK. Overseas Orders: 
please add E1*00 per order for Europe, and £1.50 (normal mail) or £2.50 
(air mail) per order for ali other countries. 

Name , SRSS 

Address „., 4 



Postcode . 



PLEASE DEBIT MY VISA/ACCESS ACCOUNT C 



I Wtftb to pay fay ViWAccbss |d*ktt« a* applicable \ 
SignaturB 



EAprry Date 



Please Charge My Ac conn i Nrj: 



If 



MAIL ORDER, PO BOX 20, LUDLOW, 
SHROPSHIRE SYS IDE 



FULL-PRICE GAMES 




TITLE 


PRICE 
















SUBTOTAL £ 


BUDGET GAMES 




TITLE 


PRICE 
















SUBTOTAL £ 


FREE BUDGET GAMES 










P&P included 


TOTAL - 
PAYMENT 
ENCLOSED £ 



TjteycftR QfTHe ^dbdt 



t For 2 years we have been saying thai Ml'LTIFACE IS THE ESSENTIAL SPECTRIM COMPANION 
Our adverts tried to describe on otte page what reviews uniformly praised on many. 
We believe everything was said about it already (please send a SAE if vou missed it and *T 



There is ONLY one thing we have not done: we never considered dropping the price as 

But as our bid to celebrate the opening of THE YEAR OF THE ROBOT, vou will have' 
"" to !,ll > 'l' "»ugb niai l order Al l. of ROMANTIC ROBOT hardware with mjTjWT| 

and software with This unique offer will last until Februarj 1988 on"- 

provided the aliens will not get hold of the whole lot first ... . Need we sav ar.vii.orc' 

II III MM RanUlcl i>m ■ teeriaw f.., I2N/4S Spwira i ■ vneiK.VK DWmSSS ■Mi " ' ' " 

- ^ l«- II LTIK.VK I / 12* MIU.TII-KLVn. MI SIC nPKttTtlW* ami J lavs | 1 



rioN, HERE IS THE MULTtFACE - THE ANSWE^ 
JO UFE,THE UNIVERSE, ftNP £V£RyTHIN6 j 




THE V€ftR Df TH€ ROBOT- B€ FftRT Of IT 



encios* a cfieque/PO for E^ jg* 
or debit my IS Noj^ 




a europe p lease 
Ci overseas £2) 



Name Card expiry,. 

Address 



Pfease send - 
MULTIFACE ONE E34 95n 
MULTIPRINT C34.95Q 
w f\ hrouflh port E 39 95 □ 

GENIE /GENIE 128 Z 6.95 □ 
MUSIC TYPEWRITER t 4.95 □ 



MULTIFACE 12 S £ 39.95 □ 
MULTIFACE 3 E 39.95 0 
w /t hroug hport E 44 . 95 O 
VIDEO DIGITIZER E64.00Q 
WRIGGLER E 2 95 □ 



TRANS- EXPRESS cartridge □ diakQ water □ £ 6^95^ 



■•M4jf Tl€ MMY W Cf ft 15 Hayland Close London NW9 0LM S 24 hrs 01 -200 8870 EJ 




GOGGLE! 

INSTEAD OF THE 
QUEEN'S SPEECH .. . 



MDA LOOK at the Christmas schedule for films 
on W Pretty dire. Only a video canlill those hours 
anV Christmas dinner 

There's always a wide range of videos around 
at in Chnsbnas rangmg from videos lik« RCA/ 
Celunbb isJw* In Toyt*o4\w the younger 
members of the family to gruesome horrors like 
fcUduu The Gala, on general release at the 
enema and now alsc on video. 

h vdca 1<y all tastes :s SAort CHrort mailable 
an the CBS/Fn label frpm December 3 . The 
lalentfid director John Hadriam and screen cutey 
Alfy Steedy, who prEuiousty worked together in 
the computer thriller Wat Gaum, \on Sieve 
Guttenberg (Ponce Academy, fraMrp this 
latest tobotic runaway film. Nq 5 is awe - but will 
Stecdy and Guttehberg convince the military 
before they bto« the pile a' microchips ta I he big, 
circuii board inthe diy? 

Medusa Horn* Vtdte s December 3 release 
Vfflty Mffty is a strange old affair. Just ima$ne 
tawtte funding teenager Millyfeets when she 
is endowed with an extra appendage making her 
i bit more like the boys. With just a 1 5 certificate 
it should be a Nartous romp for all the family, 
boys and gjrlsatte. 

H you like something a bit tastierthan a turkey 
leg to get your teeth into at Chnstmas then be 
sure to get Araftir s December 4 release 
SpKtara Little da the small team of 
archaeologists led by Donald Pleaserrre 
[HaikHreeHf. r&akse what terrible evil they are 
about to unleash upon themselves when they go 



on an investigative tour of the darkest reaches of 
the Egyptian catacombs 

After all that Christmas pudding and those killer 
mince pies dor 1 you think you coufd do *1h * 
tattle exercise? Itt-fcwwr* Video, distributed 
by ttrVColimbii tfwfc you do. But all that 
running around ts a bit pomtless, so why not 
strelch thai right arm a*"d push Shape Op in the 
video recorder? It's the story a< Ihe hot and 
Sweaty day-today wakings of Rogers Gym. 

Also lo be released on December 18 from Hi- 
Pressure is Hot Spiuh another film about what 
happens when a load of teenagers get together 
for some wikt beach parties and competition 
surfing 

Avid viewers d the Apnl TV mimsenes Escape 
From SrtMtarwill be pleased to '-ear that Sony 
Win nas gamed the video rights to the highly- 
Kdaimed film about the Nazis' treatment of the 
:Wz -.and i r e set to release it Dn December I 4. 

tc convince- you of <is value, Sony has 
promised that there will be no more TV 
screenings for a! least a year after that. 

After only a few months in the cinemas the 
highly- praised fin the UK anyway) Who's Thai 
Ski, starring that typical gjrf-off-the-street 
Madonna tomes out on video |ust in tone for 
Chnstmas - December 18 release, Yet again she 
gets into heaps of trouble, the tons with costar 
Griffin Dunne \AfterHoar$ whom she drags all 
overtown, and ends up in btgtrub with two local 
gangsters II really is a hilarious black comedy, 
and well worth seeog- 



► JRblboo: wit of ttM|uiii|le and MitnttB BuiaiBl 




The summer cinema hit of this year was 
undoubtedly tttfW Hfapao And juti when you 
thought the --ikes ol Mel Gibson (Wad Afar /, It, lll\ 
had relumed to Australia and Danny Glover (7J!» 
Color Pbrple) had gone back to his roots Warner 
Mene VMeo announces the January S release of 
this American cop mow 

Gibson plays a cop on the edge and Glover is 
he newly-found partner gust waihngfor 
retirement. But now both of them have got 
involved in the investigation of their careers tt's 
fasl and funous action just waiting to burst on the 
smai screen 

OC Video's January 15 release Gang Ho i 
about the changingface of American industry and 
the stampeding influence of Japanese 
tecftnoogy As Hunt Stevenson, Michael Keaton 
( touch AM Co. fir Mom, Johnny Dangzwsty), 
saves the local car factory by persuading Assan 



Motors to set up business there. Little do the 
locais realise that the foreigners bring tradfton as 
well as money with (htm, 
Stevenson must keep the locals and the 
emfftjyers happy 

Just as the Vietnam films are dywg out m the 
enema the biggest of then- all. Platoon, comes 
out of Ihe jungle into your Irving room on January 
29. Platoon gained lour Oscars in the 1987 
Academy Awards and ! ooks set Id become the 
biggest release ol January. The film leHs the story 
of the Vietnam war through the eyes of new 
recruit Chra Taylor iCharfte Sheen - Joe Wraith, 
Lucas). Through his eyes you see the suffering, 
the madness, the terror and the poirtttessness of 
the war winch dragged on so long, On 
smulianeous release is Platoon - the computer 
game by Ocean More news about that in next 
issue 



EXTREME PREJUDICE 

Guild Home Video 



PG 



SIX EX-SOLDIERS, all listed as kilied in action, led by a hard-nosed US Army Major 
called Hackett (Michael Ironside - Top Gun, Scanners) are sent or that favourite 
of American devices, a covert mission. But the territory they infiltrate is small-town 
Texas where they aim to rots the bank using the very latest in covert technology. 

Though money is stolen, the real reason behind the robbery is Cash Bailey's 
deposit box and some top-secret government papers inside it. Cash \ Powers 
Soothe - The Emerald Forest), who smuggles drugs across the Texas/Mexico 
border and is a king in his own hideaway bandit-town, is in conflict with fits best 
f oend Jack Benteen (Nick Nolte - 48 Hours, Down And Out tn Beverly Hills), a 
modern day Texas Ranger, not only because Benteen s boss gets killed in a drugs 
bust but also because Benteen's girlfriend was once Cash's lover. 

When Hackett and his team bungle the bank robbery. Benteen finds himself 
standing a man atone fighting for common decency against the powers of organised 
crime and legally sanctioned murder. 

Nolte, weathered to aged granite, is in fine form as Ranger Benteen. a man out 
of his depth, but a survrvor to the last, in a film curiously spaghetti-Western in feel. 
Extreme Prejudice walks a tightrope between believability and ludicrousness bot 
maintains its tension before threatening to overbalance in the Peckmpah-style 
slow-motion blood-letting at its conclusion. The violence forms a background to a 
story drenched in cynicism, rather than being about cynical people, A taut, but 
tasteless and ftawed. thriller. 

ROGER KEAH „.„ ,„ 69% 

Extreme Prejudice starts off ass credible action-packed thriller, hut sadly halfway 
through it starts to turn into some kind of btoo&drenched A 7 'earn clone. Extreme 
Prejudice may not hold together as strong as some other so-called 'tough mows ' 
but the action is intense and the story easy to follow even at such a pace. I was 
expecting a violent movie - coming from the producers of First Blood avro'Ramba 
- and I got it! 

DOMINIC HANDY , , 77% 



AMERICAN ANTHEM 

Guild Home Video 



PG 



DIRECTOR ALBERT MAGNOU [Purple Rain) tries to ride on the popularity of 
sport dramas m this amazingly thin plot about a young man caught in 'a conflict of 
desire and responsibility'. The sport is gymnastics - photogenic indeed, you might 
think, but thrown away by Magnoli's lacklustre cinematography- at wtvich he wants 
to be the best r the responsibility is for his shredded family, 

Amencan Anthem stars the 1984 Olympic gold medallist Mitch Gaylord as Steve 
Tevere; his prowess on the horizontal bars is undoubted, but his limited acting ski lis 
require a director who cares about actors rather than designing dull pop promo 
scenes to sell the insipid, though insistently heavy, soundtrack. 

America may be great, but rt shouldn't stoop to foist such blatantly fascist, 
soft-porn athletics (does the director know anything about the sport?) on an 
audience well able to distinguish between dramatically realised people and plastic 
promo androids. Tine if you're into like-heavy-man-sounds and meaningless 
heroics, insulting if you even vaguely think 

OLIVER FREY „„. , ,„ 10% 

American Anthem is very strangely constructed. It starts off involved and 
interesting, with no-one taking an obvious starring role. But as soon as the director 
pushes Mitch Gaylord to the fore It gets wishy-washy and boring. The soundtrack 
ts the sawng grace which made me watch to the end- which is. incidentally, terrible 
and up in the atr, 

DOMINIC HANDY , „„„„ „.„„..„„ 50% 

CRASH Christmas Special 1 967 1 33 



{THREE AMIGOS! 



RCA/Columbia _ PG 

S? 7 * " Thf ^ Amigos, brave, dashing ^SMiikm^^'i^ 
2$ , yea K, S ^ 16 ' and having ** n their fMrl «s shows a( themes he beaS 
Trteewf ti (auapo, bandit chief and an all-round nasty person 

me eponymous three are Lucky Day (Steve Martin - ffoxinrm Th* i** Th* 
Man with Two Brains), Dusty Bottoms {Chivy C^fJ^jS^JS^ 
&mmer Vacation), and Ned Nederfander (Marfan Short - i^we\™^ 

the reward money offered is thejr pay, and presume the town admpres them 
because everyone's seen their films. Thus the comic situation is set uo 

Ewerythinggoes well, for the first few hours. At Carmens bidding the trio mount 
nMh^ h ?S an r d r^ n L & Gua P°' s band Hs who have rkten^l^n 
t " m 0f 5!^?' lhe three acto * tet fl y a flurry ohnsults much 



j e ?J 3u 5 l ? retums , with * ba nd °f 50 men the next day, and it Is only when Luekv 
« grazed by one of the bandit's buUets that the ^'m^SS^T, ^ 

S"n?h a P /^ y ^ ffi t m ^ teve Mdrt,n ' s P**»™nce is, as usual. 
MIKE DUNN 

. , H'mm ,, ,,, 90% 

finng together two superb comedbn* Steve Martin and Chevy Chase throw in a* 

- = — *" "" ««. 36% 



STEVE AND GARF 
AND KNOBBO AND 
BOB AND FINGERS 
AND TRACEY 

It all happened at one© when PAUL EVANS 
took pad, pen and VTX to Micronet's Turbo 
chatline 

S^a!b™S«HS 3 Way ° f lafkin 9 to other Micronet-users, Most 
a message, you ve missed it for good! 9 ,T y 0LJmjss 

Hi there! Anyone fancy a chat? 

Steve: Hi, Paul! 

Hi r Steve! How are you? 

Steve: IYn fine, thanks. Just watching a film. It's not bad 
GMMd: Hi! I'll have a chaff 
Hi, Garfieid! Do you use cbatiines often? 
Garfield: Yes] Every day! 

Whydo you use Turbo in preference foTaikabout, which is easier 

SSSH'^I ^ the » are 

Are you a regular, Steve? 
Steve: Yes, J am. 
Your thoughts on Talk about? 

SET* S^^^t^** 

25Sk?S U ^ 9et irTtefrview «^ on Turbo! Any chance vou can 

Hmmmm How many people use chei fines and what are they tike? 

eSST^Sd^^ 1ou L or ffve pe °P |e a,f the but I see 

people who nip i n no w and again for a chat. 

SSftfSf i! SU H " y sel : W9 f kefldsf 0' r rneets with about 5-10 people 
and go on each evening for a chat with anyonei P P 

Steve; Garf does a good Tim impression and catches me air the 
So which do you think is the best chatline? 
Steve: Turbo is the best by far, it's very quick, you get the point of 



C R AS H Chri stm as Sped af 1 98 7 



S^SSST* ? Ca "'' Waffl * and *" «" a, f0U r 

Sr/Uffn^' "? eSt6ve - MHXa number of people each timel'm 
£m = <r ^ 0U Can see ,he messages after you come back 

from a fi ve -m,nu1e wandW f! | us)Ja || y mis s s cWctaGnSSSE? 

Knobbo: Hi, Paj[f Haven't seen you for a while. 
(What happens next is impossible, because the chatters torn on 

Stave; Hi, Sob? 

Garf: I'm back! is Paul? Here's a Hob Nob. Traceyi 
Steve: And one for me, Garf ole pair 
mVm back! Hi, Knobbo, how tong have you been usino 
Turbo for now? 

Knobbo: As long as it s been here! 
How long's that, then? 
Knobbo: About 16 months! 
Fingers: Evening all! 

sse me rt ;; o D u , Nob! How co ™ 1 ^ ^ ^ 

Qart: Sorry. Steve. Hi, Fingers! How's Maddy? 
^P^lt^^t^ &>W>Mnts BboutTurboorthefact 

Fingers: Hi p all! Thts looks like fun! 
QarfieW: Wefl, it breaks about once a week. 

Bob: Come on. Garf, it's more like twice a day! 
Garfield: Sometimes ifs slow putting up messaaes no mfr*itM 
compared with 30 seconds normal | y ? but t^3 'ea?y " 
Bob: Complaints? Lot$\ 

Steve: Sometimes you gel some wallles on here who insist on 
^^^!^^ -vaccount and , have to goon other 

GarlieW: On swearing, my mum (Joan Collins) has been on here 
and came straight off because someone swore at her 
Tracey: Complaints? Yeah, idiots who continually pester girls 

chatlinS? 9etS ° n '** CaS *~ how * W { *e 

Fingers: How close are you to the POKEs editor of CRASH? 
Are you referring to LLoyd or Nidi? 
Fingers: Yup, Lloyd, that's the one. 
A/ever met him. He gets a tot of mail, though! 
Fingers: Well, tell him to get the Head Over Heels POKE rioht! 
Steve: My mate thinks the same as Tracey 
Fmatty, how long do you chat for and does the phone cost deter 
Steve: IVe been on all day! 

fSSSt ' V * iust f< i Ljnd 0ut MiCf onet charged the num ber and the 
phone charge was 9p for four minutes and I'm SSSSSSSrS 

Steve; How much??? 
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AT LAST 
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A WORTHY SUCCESSOR TO THE 
EVER POPULAR MATCH DAY 
FOOTBALL SIMULATION - 
A GAME WHICH HAS 
REMAINED IN THE READERS 
CHARTS FOR 3 YEARS ! 
Written once again by Jon RJtman 
this NEW Match Day is the result of all 
the customer feedback and advice on 
how to create the pinnacle In 
computer soccer. 

Pit yourself against the CPU or with 
2 players - full league or cup 
competition with unique 
code - save facility* 
Jump, head, volley and 
kick [using the kick 
meter) to move the ball from player to 
player with automatic deadball set ups 
and goalkeeper control. 

DIAMOND DEFLECTION SYSTEM™ 
ensures realistic ball ricochet and the 
action comes with full music and 
sound FX. 

If you want the very best In football for 
your micro then there's only one choice ■ . . 
— \ MATCH DAY li with 
multi-menu system 
makes the home 

computer come alive. 

j 

Manchester ■ M2 5NS Tel: 061-832 6633 "fcrex: 669977 



